” 
COURT OF сюдою ` Y 


| ARDOR is based оп J.R.R. TOLKIEN'S MIDDLE EARTH™ as detailed in 
| THE HOBBIT™ and THE LORD OF THE RINGS™ * Experience the 
ancient swamp ruins & island citadels held by dark elven lords and their 
fierce minions * ARDOR contains * A 16" x 20" full-color double-sided 
detachable mapsheet е 4 В & W maps * 8 major floor plans е Produced 
and distributed by IRON CROWN ENTERPRISES, INC. Stock 4 2500. 


E 


tbe count or 


amoóo 


TM 


CONTENTS 


LO NOTES ON THE FEATURES AND USE OF THE 6з Other Organizations 
MIDDLE-EARTH SERIES, канен: 


L1 Definitions and Terms 


12 Middle Earth Campis 


13 Adapting This Module to Your Fantasy Role Ё 
Playing Campalyn 5. Sauronic Influence In the Múmakan 


6.6 Four Cities in the Mümakan 


ıs: Creative Foundations 


64 The Economy of the Mûmakan 


7.0 PLACES OF NOTE 
71. The Holds of Ardor 


1.4 Special Notes Concerning Maps and ти 
Interpretation u 


20 INTRODUCTION 
1 Ardor Hist 
2 Timeline 


Purpose 


30 FLORA AND FAUNA Ш 
40 CLIMATE OF THE MÜMAKAN. оар 
50 PEOPLE AND CULTURES 

$1 Ee 

52 Kirani 

53 Hathorians 

за Hil Men of Dishera 


55 Dwarves 


60 POLITICS AND PEOPLE 


8.0 GAMEMASTER AIDS 

Ва The Court of Ardor as a Quest Scenario 
2 Notes on the Completion of the Quest 
з Test for PCs: The Book of Andrus 


#4 Military Units Chart 
A5 Herbs Chart 


Кв Poisons Chart 


CERA 7 Miscellaneous Indigenous Beat 
1 aa за THE COURT OF ARDOR AT OTHER TIMES 
| эл АТА. 

a 92 Amari TA, 3000 
1; ome 100 SELECTED READING 
62 The Court uf Ardor 


Copyright® 1983 TOLKIEN ENTERPRISES, a division of ELAN MERCHANDISING, Inc., Berkeley, CA. Ardor, The Hobbit and The L 
and all characters and places therein, are trademark properties of TOLKIEN ENTERPRISES, 


the Rink 


Produced and distributed by IRON CROWN ENTERPRISES, Inc. P.O. Box 1605, Charlottesville, УА 


102, Stock #ME 2500. 


CREDITS 


Designer/ Author: Terry К. Amthor 
Editor: Peter C. Fenlon 
Cover Art: Gail McIntosh 
Maps of the Mómakan & End 
City Maps: Terry K. Amthor 
Interior Mlustrations: Charles Peale 
Castle Plans: Terry К. Amthor 
Cover Graphics: Richard H. Britton 
Special Contributions: S. Coleman Charlton, Brenda ©. Spielman, 
Howard Huggins, Betsy Carwile 
Playtesting: Ruth Sochard, Jessica Ney, Mark Sirovnik, 
Polly Ann Dixon, Rob Henderson, David Dixon, 
Deane Beyiebing, Steven and Ann Chu, 
5. Coleman Charlton, Brenda Gates Spielman 
Production: 5, Coleman Charlton, Peter C, Fenlon, 
Terry K, Amthor, (etc) 
‘Typesetting: USI Graphics 
(and there were no flying horses...) 


1.0 NOTES ON THE 
FEATURES AND USE OF THE 
MIDDLE EARTH SERIES 


COMMENTARY 

This series Is intended as а tool for gamemasters who wish to have а strong 
working foundation for fantasy role playing campaigns based in J.R, 
Tolkien's Middle-earth, The modules detail specific regions of the conti- 
nent of Endor, and attempt to give the reader а view of the physica, in- 
tellectual, and spiritual structures of the given area; politics, cultur 
geography, climate, and magic are all included. Since these territories can 
not be Tully described in any modest tome, emphasis ix given to the domi 
nant and/or primary features, Where І i possible, "typical" layouts are. 
provided, giving the render an approximate idea of what would be found in 
ıa given place or a similar setting. АП of rhe data provided is aimed at giving 
a picture of part of Middle-earth, and the gamemaster is encouraged to use 
these resources to build upon; certain vague areas and detalls that could not 
reasonably be included in the modules ean be defined by using the founda 
tion provided in conjunction with one's creativity, The invaluable source 
material found in Tolkien's works and the continental map of Endor are 
ideal aids, and act to stimulate this process, 

Each module covers certain citadels and settlements with preat care to 
detail, Nonetheless, these works are not intended as "ready-to-run" cam. 
рал». The gamemaster is given the basic information necessary to under 
tand and visualize а part of Middle-earth, This data, combined with ex- 
amples and whatever source material the gamemaster wishes 10 employ, 
will enable he/she to add whatever color and detail is deemed necessary toa 
given campaign. Any fantasy role playing rules system may be used, and 
any form of campaign can occur, so long as the gamemaster and players are 
satisfied that it fits their requirements, ICE provides a descriptive view of 
the continent, with а general overview and certain key structures and con- 
‘cepts; beyond the given foundation, it is up ro the individual user to set up 
the campaign. Creative guidelines, not absolutes, are emphasized. 

‘The seres also provides interesting source material for those desiring to 
understand the nature of a particular region of Middle-earth. Each module 
is based on extensive research and attempts to meet the high standards 
associated with the Tolkien legacy. Where the material is interpretive 
and/or speculative great care has been taken to insure that the conclusions 
fit into the patterns and schemes that have been defined. In these areas, the 
modules aim at providing the reader with the flavor of the region, no more 
Stimulation of the creative processes is the goal, and ICE does not intend 
Such material to be the sole or "proper" interpretation, In addition, always 
remember that Tolkien's works are the ultimate sources. What is provided 
in this series, however, isa consistent view of ll of the continent. We hope 
‘that this will help the reader to delve deeply into the wondrous world that is 
Middle-earth, 
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1.2 MIDDLE-EARTH CAMPAIGN 
CREATIVE FOUNDATIONS. 
Since each module in this series strives for flexibility, the GM is given ser 
tings which allow fora variety of campaigns, Naturally, no one game, game 
system, or GM's approach s exactly alike, Some portions of this module 
Will pe better suited 10 certain campaigns, while others may not come into 
play until the adventurers have considerably progressed in shill. I is 
therefore, important that the GM focus upon the sections of the module 
which are geared 10 his/her campaign 

‘The maps, cultural notes, sections and general descriptive ext relate to 
the aren as a whole, and have bearing on the political and economic struc 
tures - regardless of the ime chosen for the game. These aids are intended 
for use with any campaign; (hey provide the “common denominators” of 
the region, and act as theultimate creative foundations, А GM who wishes 
Tocreateall or most of his layouts and adventures from scratch will ill find 
these sections extremely useful. Regardless of the details and day-to-day a 
tivities associated with the ares, these fundamental factors have a bearing. 
After all, land forms and cultural norms change reat 


The individual layouts and descriptions of personalities are provided to 
tive the GM an idea of the power structure ar a specific point in Middle 
«айі history, Interaction based on these sections will depend on one’s 
campaign, Dominant political figures and their holds wil provide adyen- 
Torers with certain death in many eases. Only the very accomplished and/or 
strong group of player characters will be geared Tor such an experience, 
Most adventuring parties should best be run in the context of lessee power, 
therefore, more modest personalities and layoots have been provided 

enabling the GM to get a creative start should he/she wish to employ 
alrcady-deralled structures. OF course, all of the layouts and figures found 
in this module can be considered as flavorful examples associated with, or 
common 10. the area, As noted above, these modules describe whole 
etos, and we encourage the GM to create his own detailed version othe 
eisen section of Endor 


1.3 ADAPTING THIS MODULE TO YOUR FANTASY 
ROLE PLAYING CAMPAIGN 


COMMENTARY 
‘This module is designed for use with most major fantasy role playing 
systems, Since the various FRP rules have their own particular approaches 
то combat, spells, and character generation and development, certain come 
mon descriptive terms have been selected for the individual outlines at 
Places, people, creatures, and things. Unfortunately. statistical data suck 
as bonuses and character "stats" differ widely between systems; after all, 
they are eyed to specific game mechanics. ICE has chosen to use percentile 
(D100) terms as а base, since conversion to 20, DIS, and DIO can be 
achieved with relative ease (note Sec. 1.321 below for a handy conversion 
chart), Player character and NPC characteristies/stats are also detailed i 
опе particular manner; again, simplicity and consistency have been em- 
phasized, and conversion to your game system should be relatively painless 

Thissection deals with (1) tips for using his module with respect to start- 
ing a campaign and (2) guidelines for firing the given data into terms ape 
propriate for the game system you are using. Keep in mind that fantasy role 
playing îs by nature a creative experience, and the individual GM or player 
should feel Tree to incorporate his/her own ideas into their game. 
1.31 APPROACH FOR INTEGRATING THIS MODULE INTO. 
YOUR CAMPAIGN 
The Court of Ardor is a unique part of this series. Из emphasis îs largely u 
а political rather than geographic and cultural setting. There is а "ques! 
outlined which may provide tbe basis of a strong campaign. Nonetheless, 
The area itself has been detailed and remains the central focus. The land, 
peoples, and relatively “permanent” architecture generally outlast роі 
plots: nd conspiracy, even those involving the immortal First-born, andthe 
теще should pay particular attention to Section 8, where suggestions for 
alter ative campaign approaches are found. In addition, Section 9givesthe 
reader a view of the region during various periods, before and after the tem- 
рог! setting found in most of the text, The following steps may be helpful 
when beginning vo employ the region here described. 

The following steps may be helpful when beginning to employ the reglon 
here described: 


11) Read the entire module vo vet a flavorful idea of the region; 
2) Reread the sections devoted to notes for the gamemaster, and convert 
ing statisties for vour game system: 

Choose the time setting for vour campaign. Should you choose toruna. 
sume at the beginning or end of the Third Age, or «arly in the Four 
Aze, рау particular attention го the section devoted го this reglan Чи: 
Other times,” In fact, this section will give the GM an idea of the com 
siderations involved with setting а campaign at any dote other than that 
‘chosen here, ICE chase the mid Third Age asa particularly exciting rs, 
but vow may enjoy another lime even то 


з 


(4) Assemble any source materials (mote suggested reading) you find 
necessary; 

(5) Research the period you have chosen and compose any outlines you 
need in addition to the material provided here; 

16) Convert the NPC, trap, weapon, spell, and пет statistics o бету, 
suitable to your game. Note changes in the system you are using which 
‘must be made in arder to Деви your campaign in line with the flow uf. 
life in Middle Earth: 

(7) Create a total setting, using lols of mops to detail patterns and provides 
creative framework, In this way хом will have a rich and совки 
world, and rhe foundation dara will ive vou the flexibilit to deta rae 
dom areas und events. 


1.32 GUIDELINES FOR USING YOUR FRP RULES SYSTEM WITH. 
‘THIS MODULE: CONVERSION NOTES 

When using this module with your FRP campaign, be careful to noteall the 
non-player character statistics before beginning play. Should any 
justments need to be made, you may wish to consider the following 
guidelines, The material provided isin terms of percentages and is intended. 
10 give the reader а relatively clear picture of the strengths and weaknesses 
of the individuals and creatures discussed, Most FRP systems will relate to 
he data, and conversion should be simple; remember, however, that there 
aue dozens of role playing rules and the change-over from the statistics 
given here may be troublesome; you may wish to design your own NPCs 
using this module as по more than a framework 


Note: As a general rule, all bonuses include advantages or 
disadvantages which normally operate in activities involving. 
the given character. Offensive bonuses include stats, e 
hanced primary weapons, constantly or near-constantly 
operating spells, skill levels or expertise, etc, Similarly, 
defensive bonuses incorporate the effects of shields, stats, 
special items, skill, normally activated spells, ec. Spells of 
limited duration or access, secondary weapons, und other 
Jactors involved in a given situation may ас! fo modify these. 
bonuses. The characters description wil act tn give the 
‘reader a breakdown of the specific components making up 
the bonuses. Bonuses preceding weapons or shields are 
‘modifications to the inherent strengths af the given item fe. 
а + 10 Shield would subtraet 30 from an opponent's attack, 
fr the shield would normally adi 20 to the holders DB, 
and (he bonus add another + 10). 


1.321 Converting/ Determining бш», Ten stats are used to describe euch 
character detailed in the module, Should you use à character development 
system with different characteristics and/or an alternative number of stats, 
simply follow theve step 


1) Assign the appropriate stat from your FRP system to the value given. 
beside the analogous characteristic listed in the module, И your rules use 
Fewer stats, you may wish to average the values for those combinations 
of factors which contribute toa characteristic found in your system (e.g. 
dexterity = ап average of quickness + agility), Should your guidelines 
utilize more stals to describe part of a character, you may wish to use the 
value provided for more than one corresponding" characteristic (e.g, 
you might use the value assigned to constitution for both endurance and 
durability), The following isa chart listing some examples of equivalent 
sat term 

STRENGTH: power, might, force, stamina, endurance, conditioning, 

physique, etc. Note that the vast majority of systems in: 
clude strength as an attribute. 

AGILITY: dexterity, deftness, manual skill, adroitness, maneuverability, 

steulth, dodging ability, liheness, etc 

QUICKNESS: dexterity, speed, reaction ability, readiness, etc 

CONSTITUTION: health, stamina, endurance, physical resistance, 

Physique, damane resistance, ек. 
SELF DISCIPLINE: will, alignment, faith, mental strength or power, 
‘concentration, self control, determination, zeal, et, 
EMPATHY: emotional capacity, judgement, alignment, wisdom, ma 
‘magical prowess, bardic voice, ек, 

REASONING: intelligence, learning ability, study ability, analysis rating, 
‘mental quickness, logic, deductive capacity, wit, Judge- 
ment, 1.0, ее, 

MEMORY: intelligence, wisdom, information capacity, mental capacity, 

recall, retention, recognition, ete. 


INTUITION: wisdom, luck, talent, reactive ability (mental, guessing 
ability, psychic ability, insight, clairvoyance, inspiration, 
perception, pressentiment, etc, 
appearance, level-headedness, panic resistance, morale, 
psychic ability, sel control, vanity, perceived power, men- 
tal discipline, bardic voice, charisma, etc, 
2) Convert the statistical value ofthe assigned characteristics to numbers 
appropriate for your game. И your FRP system uses percentage values, 
no change should be necessary. If not, use the conversion table below. 


PRESENCI 


TABLE L321 STAT BONUSES AND CONVERSION 


‘Unusual Personal characteristics such as a high Agility or Strength 
seriously affect the capabilities of a character. The following table gives а 
series of “stat.” ranges on the 1-100 scale and the bonus (or penalty) accruing 
10 actions heavily influenced by that statistic, 

Columns are provided for 3-18 and 2-12 statistics for comparison and/or 
conversion if other portions of the pame system mandate use of non. 


percentile “stats.” 
 ] Bonuson Bonuson E an 
Su. ож Stat. Stat. 
102+ E +1 204 па 
101 +6 19 1546 
100 +5 в Tas 
p E +4 " n 
9597 +15 E 16 
9094 +10 +2 15 " 
К E ы n 10 
15.84 E +1 n 9 
007 ° n n в 
40-59 0 o 1 
2849 ° ° » 6 
1524 3 zl D 5 
10:14 5 -1 7 4 
s9 10 -2 6 3 
5 
4 2 
4 2 


1.322 Converting/Determining Combat Ability With Arms, All combat 
values are based on Army Law Claw Law, The following guidelines will ald 
їй conversion, 

1) Strength and quickness bonuses have been determined according to 
Table 1,321 above, Note the stats you are using und compute hese 
‘bonuses sine the rules under your system, 

2) Combat adds based on level included here ure: + 3/level for Пимен und. 
‘rogues, +2/leve for thieves and warrior monk, and + [level for bards, 

‘monks and rangers. Simply take the level of the NPC, note his character 

‘lass for equivalent under your system), and compute any offensive bonus 

(dueto level) appropriate for your game, Note that the bonuses other than 

‘hose mentioned under armor type are "offensive" adds, 

U your system is based on Skill Levels for other skill increments) use the 

‘offensive bonus as given. Vou may have to convert the add tou nomper- 

centile value, Alternatively, you may wish lo note Section 1.325 below. 

Armor Types given are based on the following breakdown: 

Armor type Covering Description 

1 Skin for ight/normal clothing) 
2 Robes 

H Light Hide fas part of body, not armor) 

4 Heavy Hide (as part of body, nor armor] 

x 

в 

š 


3 


4 


Leather Jerkin (pliable leather) 
Leather Coat 

Reinforced Leather Coor 

Reinforced Full-Length Leather Coat 


9 Leather Breasipa 

10 Leather Breastplate and Greaves 

п Half Hide Plate (as part оу body, not armor) 
12 FuleHide Plate (as part of body, not armor] 
з Chain Shirt 

1 Chain Shirt and Greaves 

ls Full Chain 

16 Chain Hauberk 

7 Metal Breastplate 

18 Metal Breastplate and Greaves 

19 Half Plate. 

2 Full Pare 


Simply look at the armor description and substitute the appropriate ar- 
mor type/elass from your FRP system; 


3) Defensive bonuses are based on the NPCS quickness bonus as computed 
оп Table 1.321 above. Where the defensive bonus i in parentheses, the 
value also includes the added capability of а shield (am extra 20 for non- 
‘magic normal shields, plus any value for magical enhancement) In such a 
‘ase, simply note thar there is or is nota shield, and ў there is, what type. 


1.323 Converting/Determining Spells and Spell Lists. Spell References 
provided here are in the form of "ists." groupings of related spells drawn 
from Spell Law. FRP systems using rules which provide for the learning 
and development of spells through "colleges" or along specialized lines 
employ concepts similar to those used in this module. Many systems, 
however, dicate that player characters or NPCs undertake to learn but one 
spell at a time, often with no requirement that its subject matter/effect 


SPELL LISTS USED IN THE COURT OF ARDOR 


relate to a particular background or pattern. Converting the NPC spell 
to individual spell counterparts will be more difficult, but can be. 
‘with relative ease using the following guidelines: 


1) Look at the NPC spell lists and note the various names for the 
ings. Each name will indicate what type of spell specialization the 
has followed (e.g. the "Fire Law" list indicates a preference for firt 
oriented spells): 

2) Note the NPCS level and determine the number of spells or spell roup- 
ings he/she would have under your game system. Also consider the level | 
‘of power of accessible spells the NPC would have (ех. а Sth level mage 
сп under your rules might have а maximum of 8 spells - two 3rd level 
spells, three 2nd level spells, and three Is evel spell) 

3) Select spells from your system appropriate for a spell user of the NPCS 
level and profession, keeping in mind that the preferences indicated in 
The module should be followed where possible. 
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1.324 А Note on Levels. When using certain “level-systems,” а GM may 
find that the levels provided make characters too powerful for his world 
Sytem. If this is the case, multiple the levels given by .75 or .6 depending 
upon your situation, This would reducea 20th level character toa Ih level 
‘or 12th level character respectively, Remember to reduce appropriate 
bonuses accordingly. 


1.328 General Skill Bonuses. General skill bonuses can be obtained by tak: 
ng the level of the character and calculating the appropriate bonus under 
the system being used. An NPC's add, as noted above, will be based on a 
‘compilation of level, his weapon and/or other items, the relevant stats, and 
il levels. The normal bonus derived from skill development has been 
computed as follows: (a) where the skill level is zero the bonus és — 25, а 
‘reflection of basic unfamiliarity: (h) a bonus of + S is awarded for skill level 
one (a + 30 jump); (с) for each skill level between one and ten an additional 
+5 bonus is applied (e.g. skill level seven yields + 35): (d) for skill levels 
eleven through twenty the additional bonus в + 2 fe g. skill level nineteen 
Yields +64); (3) for skill levels twenty-one through thirty an additional 
bonus af + ! per level is awarded (e. skill level twentyetght УНЬ + 78у; 
nd (D) а bonus of + % ix given for each skill level above thirtieth level. 


1,326 Locks and Traps 

The locks and traps found inthis module are described in terms of difficult 
1o unlock or disarm. Subtraction are from the rolls representing a person 
attempt to find or overcome these devices. The difficulty factor may repre- 
sent a specific column on un action/maneuver chart (e.g. Rolemaster or an 
additional subtraction or modification to the attempt roll, In any саме, the 
terms are descriptive and will help the GM determine whether the irap is of 
above average difficulty, and how much, The descriptive term i a relative. 
‘constant based on the following order of modification: Routine (+ 30), 
Easy (+20), Light (+ 10), Medium (0), Hard (= 10), Very Hard — 20), Ex- 
iremely Hard (= 30), Sheer Folly (~50), Absurd (= 70). Poor lighting, 
‘one’s physical condition, nearby activity, etc. may affect the lock/trap 
modification number, but not the difficulty category, Thus, а trap might 
read "very hard (- 50)" indicating й is normally a = ~ 20° construct, bu 
other factors (ez dark) make it harder to disarm. These additional pro- 
Мета are easier to overcome than the intrinsic complesity of the 
mechanism; this explains why it differs from a well-lit pit which reads 
"acer folly (- 50)" to disarm. The“ = $0" associated with the "very hard" 
{rap can, with thought, easily be reduced ко" — 20," bot no more advantage 
is normally attainable, short of disassembling the mechanism. We suggest 
That a modi ied (D100) roll exceeding 100 results in success skills, stats, etc. 
should be applied versus the difficulty subtraction and the roll to yield a 
result, 


Example: Wonir the thief encounters a supposed trap in the 
passage wall, The GM tells him that the mechanism appears 
to be "hard" 1o disarm, and that the darkness in the passage. 
will make it even more difficult; the module states “hard 
(—40)," As stated above, the normal modification for а 
"hard" category mechanism is — 10, so the GM knows that 
the additional - 30 due to factors other than the trap itself. 
Often the descriptive passage will show what rhe other pro- 
ету are (e.g. lighting, but in any case the GM will be able 
to note some external factor(s) and will allow the acting 
‘character to reduce the difficulty modification to the usual 
addition /xubtraetion by acting correctly ro overcome the 
outside obstacle. In this case, а Їй torch will eliminate the 
30 modifier for lighting, reducing the trap to a — 10, the 
norm fora "hard" trap. Should the irap read "extremely hard. 
(-30) the GM would note that the — 30 is the intrinsic. 
modifier for а trap of that category, and that lighting etc. 
play no part in the figure; the trap would have to be disarmed 
‘accordingly. The terms used here, in order of difficulty: 
Routine, Easy, Light, Medium, Hard, Very Hard, Extreme- 
Jy Hard, Sheer Folly, and Absurd. 


14 SPECIAL NOTES CONCERNING MAPS AND 
INTERPRETATION 

A variety of maps and layouts have been provided in order to give the GMa 
creative framework within which to work. Remember that the accuracy ofa 
graphic representation will depend somewhat on the scale used: the smaller 
the area covered, the closer the area is to ts real-life size, the more accurate 
the illustration. If the scale is | inch = 20 miles (as it is on the color area 
map) the accuracy factor is greater than а map with a scale of say І inch 
200 miles. The following notes are helpful for approaching the maps and. 
graphic layouts found in this module. 


1.41 CONCERNING AREAS COVERED IN THIS MODULE 
VERSUS THE COLOR AREA MAP 

The color area тар shows an area approximately 340 x 440 miles. The 
territory shownis detailed in the text to varying degrees, and some locales or 
regions may receive relatively little attention. The authors have sought to 
focus on important and/or sweeping constructs, and the GM is asked o fill 
in "grey" areas which would be impractical to deal with in the limited space 
provided here. In addition, other modules which cover adjacent territory 
and overlap somewhat may discuss these areas, particularly where the xub- 
{Jest matter best relates to material largely centered elsewhere (e.g. а amall 

ibe or clan territory may fall on this map, but the heart of the culture 
might be located some miles off the edge of the border shown here), In the 
сазе of the Court of Ardor, Mümakani proper is a good example, The 
center of that region actually lies to the east of the area on the map, and the 
setting for the peoples of thi realm will be the subject of a future work, 
They are only briefly dixcuned here, 


к = вама зылу 


143 BASIC COLOR AREA MAP KEY 
(1) The scale is 1 inch = 20 miles; 


(2) Mountains are represented by the symbol УМ. and denote 
relatively extreme grades which rise at least 2,000 feet above the sur- 
rounding "fla land surface: 


(3) Hits are denoted by thesymbol <> and represent relatively 
steep grades which rise at least 200 feet above the surrounding land 
surface, Usually the surface area immediately adjoining these rises is 
tugged; 

(4) Mixed forests are shown using the symbol EBP and arecom- 
prised of a variable grouping of deciduous and coniferous trees and 
associated plant species: 


(5) "Pine forests” are represented by the symbol 44444 andare 
almost exclusively coniferous in nature; 


(6) Hedgerows, brush, and thickets are illustrated with the symbol 


(7) Primary rivers are represented by the symbol = and are 
navigable: 


(8) Secondary rivers are represented by the symbol 7 andare 
mon-navigable by vessels with a draft of more than two feet; 


(9) Streams are represented by the symbol _ y andare com- 
pletely non-navigable; 


(10) Intermittent watercourses are shown using the symbol. — — 
and are dependent on rainfall etc. 


(11) Glaciers and iceflows are represented by the symbol < ; 


(12) Mountain snowfields and snowy regions have no coloring. bur may be 
noticeable by virtue of the contrast with surrounding color; 


(13) Primary roads are denoted by the symbol 7; 


(14) Secondary roads are denoted by the symbol — 


(05) Телик are shown by the symbol s; 
(06) Bridges are represented by the symbol e : 

(07) Fords are shown using the sysbol mi ; 

(18) Cities are represented by the symbol UR amd their relative 


size is dependent upon the width of the symbol. The red coloring 
signifies а non-military settlement site with civilian character; 


(19) Towns are represented by the red symbol aE 


(20) Manor houses or “Great Houses" are shown using the red symbol 
^ Е 


(21) Citadels and huge castle complexes are represented by the yellowish 
symbol ай 


(22) Small casles/holds/towers/keeps ete. are denoted by the yellowish 
symbol Military sites are all given a yellowish color; 


(23) Monasteries are represented by the symbol A: 


(24) Downs, cairnfields, and burial caves are shown using the symbol 
гар 


(25) Cavernsand caveentriesarerepresenied bythesymbol < G 
(26) Buntes and plateaus are denoted using lhe symbol ж i 
(27) Lakes are represented by thesymbol E asare targe ponds: 


(28) Dunes are shown using the symbol 


(09) Extremely rough terrain may be represented by a light shade of 
or grey coloring and encompasses pebbly or rocky surface, b 
‘small ridges and hills, et 


GO) Desert is represented by the symbol : 


(31) Shoals are shown using the symbol es 


(22) Reefs are represented by the symbol m; 
(33) Ruins are denoted by the symbol + 


(34) Swampsareshownusingthesymbol azê, Allmarshlandsof 
significant size fall into this category, 


GS) Jungle appearsas ERP andis so labeled. It differs in colors 
tion from other mixed forests, being shown in а brighter green. 


Note that the symbols described above are applicable to all the view mapa 
‘contained within this module, whether color or black and white. Thescale 
of miles, however, may not be applicable. The top of a map is the northem 
edge, unless otherwise specified. 


led work andis intended for use by 
the GM and those characters who have virtually complete knowledge ofthe 
region. The major sites and settlements are accurate for nearly all ofthe 
‘Third Age, although they will vary in character with the flow in time. By 
Т.А. 2021, for instance, most of the finer cities have become mere shadows 
oftheir ancestors; wood or very crude stone construction supplants refined | 
stonework as cultural strength wanes. Some places will be in ruin (se 91) 
for more details). 

The black and white GM's reference map following shows still more 
detail. Political boundaries, population distribution, and some animal 
placements are given. Note that the political boundaries for the area asaf 
Т.А. 3000-3021 are not given; after all, Sauron's Shadow had coveredallof 
‘expanded Tanturak and Mumakan, as well as all of the “wilds” and писао 
the “civilized” kingdoms. 

‘We suggest the ОМ allow access to the map on page10, but only to thee 
tent that the PCs have actual or inferred knowledge. ICE permits copying 
of portions of this map for non-commercial purposes, The GM should 
cover or obscure labels which would be unknown to the recipient PC. 


GAMEMASTERS REFERENCE MAP KEY 
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2.0 INTRODUCTION 


Within this book is held the tale of the history of the land known as the 

Mümakan and an organization of Evil known as the Court of Ardor. Also 
Told isthe story of the preparations of the Court for a cataclysm which, i it 
were lo occur, would have dire repercussions not only for the lands of the 
Mümakan, but all of Middle-earth. 

Long ago in the dim past of Endor Elven lords came to this southerly 
arca, 10 a land swathed In warm mists and overgrown with wild yer 
beautiful trees and vines, and inhabited by all manner of creatures, It was 

(vastly different from the forests and plains to the North, yet the Elves loved 
it and named it Ardor (S: Exalted Land‘). Many centuries passed, and the 
Immortal Children of Eru lived in peace, until the Shadow fell upon the 
land and many of the strong were seduced by the clever wards of servants of 
the Black Enemy: Morgoth, Power and wisdom were promised, if they 
"would but perform this one task, Naive were these Elves in the Elder days, 
and they made oaths lightly, lile knowing how heavily this would weigh. 
upon them In the millenia to come, Eagerly they took council and formed a 
‘Court of sorin; a heirarchy of lords and ladies to effect thls mission for their 
master, And u Darkness of spirit fell upon the land: a harbinger of the true 
dark which was to follow should their scheme come o fruition. 

‘Ayer pissed, und теп, the younger Children, came and settled in Ardor, 
giving it a name In heir own tongues = Mûmakan, after the huge beasts 
which roam the region, But Ardor still it was ta the Court, and Ardor it 
would be again, when the eternal night fell upon all of Middle-earth, 


2.1 ARDOR HISTORY AND PURPOSE 


The Court was formed in the waning years of (he First Greut Age of Arda, 
when Morgoth, the Black Enemy, vill ruled much of the world, powering 
the Silmarily in his Iron Crown, As I well known, after the death of the 
Two Trees of Valinor (which had lighted the world), the Valar crented the 
moon and the sun, which were much brighter than the dim luminescence. 
which had filtered to Middle-earth from Valinor und the Trees, and it 
blinded and drove into hiding nearly all of Morgoth's servants. Only in the 
might and the relative dimness of the moon could they roam abroad and 
cause terror, and even then they curse! he silvery lunar light, preferring 
overcast skies 

Morgoth thought long upon this, and decided that the sun and moon 
must 100 be destroyed vo that hls dominion would be assured, Sauron being 
his chief general, he could not be spared for even this most important of 
taska. Instead, the Шаск Enemy called upon Ardana the Anrologer, A 
Noldo of power, she was among the mightiest of the Eldar whom Morgoth 
corrupted to his cause, and, perhaps, one of tho том tragic, She was oncea. 
follower ol Elbereth, a lover of the stars, She knew much of the ways of the 
Heavens — зо she was charged with the fall of the Lights, 

The Astrologer travelled Middle-earth, seeking u method by which she 
‘could bring down the sun und moon, gathering followers in her wake. 

Let it be sald here that, for the most pari, Even cannot be corrupted 10 
"evil ch. They can be seduced by clever word», and convinced of things 
which are not so, In this way, Ardana, а powerful Lady of the Eldar, ap- 
pesima in shimmering ralnment, convinced many of the Elves на her plan 
was what was Бем for them: that the glaring lighis in the sky were ем соп, 
lrivanees, designed to block out the light of Elbereth’s stars, cherished by al 
Elves, Ardana herself was lured into this belief, for indeed the sun, and. 
‘even the moon to some extent, blotted out the stars which were so important 
To the ways of Astrology. Fanatical in her belief she became, and her fer- 
Vent self-assurance was contagious: thus were many of the strong of the 
Eldar turned, However, there were a few even among those of the Elves 
whose hearts were black and whose nature was genuinely evil. Karol 
Dekdarion (Cambragol), and the woman Féatur were two of the greater 
Eldar who were truly cruel. They tortured for pleasure, and killed on а 
Whim. The others for the most part, killed when neccessary although 
without mercy, for their cause, They would not be turned and, as is true. 
especially of the Noldor, their ways were clever to achieve their ends. 

Thus it was,arter many years, (which are but Meeting moments to the 
Elves), and after many spirits of power had joined the order which was to 
become Ardor, Ardana came to the cluster of islands in a bay far to the 
south and east of Thangorodrim. Here she encountered a mind equal to her 
own. He was Morıhaur ("Black Prison"), а Noldo of great might, both in 
‘mind and body, but his soul was dark, Their purposes were parallel, and so 
an alliance was formed, With the skills Morthaur had learned, the way to 
bring down the Lights was decided: for on that dark day when Ungoliant 
and Morgoth destroyed the Two Trees, and Ungoliant had consumed all of 
the gems of Féanor she later belched forth many — but they were changed, 
Instead of the radiant crystals of light they had been, they were dark, in fact 
they consumed light; they were of unlight 


The eighth largest of these (each about rhe size of a clenched fist) 
Morgoth gave for this cause, and Morthaur conceived a plan: a design 
which would focus the light-consuming powers of the eight gems in one. 
great burst to drain both sun and moon of fight. But the sacrifice of опе оГ 
the "blood" of the Valar would be necessary to trigger the gems. Ardana 
would bear a daughter “fathered” by the Lord Morgoth. 

Much time passed, though the servants of darkness were not idle, The 
Court of Ardor coalesced, ruled by the Ardor Council: eight lords of the 
eight citadels constructed under their supervision, clustered about the bay 
which embraces Shaan-Ta-Rhün, The Citadel of Ardor, In addition to the 
Eight, there sat Valmorgil: the warden of the Citadel, Mourfuin the Lord. 
Demon, Morthaur, and Ardana. Thus was formed the Council of Twelve 
of Ardor, And Ardana conceived and hore not one child bat twins, a boy 
anda girl, And stranger yet, at the birthing the boy showed no sin of life, 
The Lay Healer Yavekamba took him away to Featur her master, and no. 
опе ofthe Court but she and (the male) Featur knew that the boy жа indeed. 
live, and the hope against Darkness, The daughter remained healthy and. 
was raised as a priestess of the Black Arts, Her impending fate was not 
revealed to her. 

And, at the time of the birth, in far Thangorodrim Morthrog, Morgoths 
cer, heard these words in а dream: 


“Night and Day, girl and hoy, 
Two children and a shadowed fate 
She shall die, short life to enjoy 

He will ни mother say, ere too late. 
"fore night falls again..." 


Unable to decipher the poem, Morthroy chose not to bother h 

‘with meaningless verse, The male Futur, too, heard the words, 

leur voice ln hi dream, out of the West 

Note: Thi, of course, means that the male child of Ardana тим АШ his 
mother and stop the ritual from fukin place. Не does possess 
sume unique advantages however; he wil be immune fo her spells, 
and, f pure of heart, will know her mind while he holds her in sight, 
л will sense her location in any сизе, while she will remain i 
norunt uf him until the instant af her death, нін, af course, his 
identity i discovered, and someone tells hr ) So have the Valar 
ranted a chance for the forces af good ro preva 


2.2 TIMELINE 
FIRST AGE 
The events which occur before the Years of the Sun were spread acrow u 
хач span of time and were not recorded formally, There was а carly period. 
even predating the Years of the Trees about which virtually nothing b 
known for certain, All events before the Years of the Sun are listed in rough 
chronlogieal order, 
= Creation of the World by Eru and The Valar 
Years of the Two Trees 
= Laurelin and Telperion, the Two Trees, are mude and give 
light to the Undying Land. 
— (much later) Elves awaken in Middle-earth, 
= War between Morgoth and the Valar: the Black Enemy is 
imprisoned, 
— Dwarves meet Elves: many Elves journey to Valinor, other 
stop along the way and sele, 
= Morgothis released, He begins to seduce the Noldorin Valinor 
PE 
= Death of the Two Trees and theft of rhe Silmarils by Morgoth 
and Ungoliant 
= Repentance and pardon of (the male) Féatur of Angkirya. 
Years of the Sun 
— Rising of the Moon, and soon after, the Sun. The servants of 
Morgoth, used to darkness, are dismayed and confused. Men, 
the mortals, awaken in Middle-earth, 


50 — Formation of the Guild of Elements by five Elven Lords inthe 
south: Chrys Menelrana, Carnil Ravire, Talan, Ralian, and 
Elerior. 

6 — Morgoth charges Ardana with the destruction of the Sun and 
Moon. 

100 — Featur meets the Three of Ty-Ar-Rana. The Tyar religion 


spreads among the men of the South. 
Ardana meets Morthaur they forge an alliance, 
Construction of the Citadel of Ardor and the eight holds. 
Formation of the Luingon alliance: the Guild of Elements, the 
‘Three of Ty-Ar-Rana, and the Starseer Conclave, 


£400 — Founding of the Darin Tesarath by Featur. 

507 — — Birth of the twins Morelen and Moran (who is dead) to Ar- 
dana, “Fathered” by Morgoth. Moran is secretly placed 
magical sleep at Ty-Ar-Rana by (the male) Featur. 

50 — — Betrayal of the Court by the male Featur: the Ritual of the Fall 
ofthe Lights is aborted by the temporary disappearance of the 
sacrifice, Morelen, at the crucial time. Also, the Luingon 
Alliance attacks the Citadel: three of the eight gems of Unlight 
also required for the Ritual, are stolen. "Death" of Lyaan and. 
Lysa of the Three and Four of the inner Five of the Guild. 

575 — War of Wrath: final overthrow of Morgoth. Ruin of Ang- 
band, fall of Beleriand, and changing of much of Middle 
‘earth. The Guild of Elements Dissolves. The Court of Ardor is 
disorganized: their artifacts, linked to Morgoth, are useless, 
including Ardana’s cards. She and Morthaur fle into the East 
Lyrin of the Three wanders in shadow, The Holds of Ardor are 
abandoned. End of the First Age 


SECOND AGE 

3 — Founding of Numenor. 

5.100. — Founding of Koronande as a united realm: and Hathor soon. 
afterwards. 


6.300 - Last of the founders of the Guild of Elements. Chrys 
Menelrana, constructs outposts to watch the holds of Ardor 
now abandoned, to assure thatthe Court does not arise again. 
‘Onder of the Watcher established 

$00 — Sauron begins го stir again. Chrys departs 10 the Undying 

nds, 

re vanishes, trapped in sleep at Ty-Ar-Rana. 

€. 1000 = Sauron moves into Mordor and makes ir his own. The 
Vigilance of The Watchers fails. Ardana and Morthaur return. 
10 the Citadel, and lay plans to recover the three gems of 
Unlight and complete the charge, seizing Middle-earth for 
themselves. 

1300 — — Founding of Tantürak, Ardor begins to coalesce again with 
the return of the Lords, and thus potential for swift domina- 
tion of a confused people when Darkness falls again. Ardana 
forges the cards anew. АП of the places of the Watchers are 
Jong abandoned, but so cunningly are they made that they re- 
main undetected by the Court. 

1350 The Ardan Council meets again. 


1600 — — Sauron completes the One Ring In Orodruin. The Three are 
hidden. 

1693 — War of the Elves and Sauron begins. 

1697 — — Eregion laid waste, Death of Celebrimbor. Moria is shut 

1700 Sauron defeated and driven back by forces from Numenor. 


1800 = Themale Featur, in Ty-Ar-Rana to check on Moran, discovers 
Laurte und releases him. They make an alliance. 

©. 2000 — Theshadow falls over Numenor. Arrival of "The Magician" е 
Tantürak who swiftly gains favor with the Governor, Peace. 
for the most part, reigns in the Mümakan, except that the 
Mümakani themselves begin 10 grow restless; and tales that 
theif god Amaay, who had been absent for many years, has 
returned and will give them purpose again. Within a few 
generations of the arrival of "The Magician”, relations bet- 
ween Tantürak and Koronande become strained. 

2700 — The Nazgil, or Ringwraiths, fist appear. 


3000 — — Tantûrak declares independence from Numenor, and severes 
all relations with Taaliraan, and reduces association with 
Koronande, 

3262 — Sauron taken prisoner by Ar-Pharazón, 

3348 ~ Ardor Destroys the Isle of Dirsulinor (remains become Ar- 


dinaak). Its Elven inhabitants flee either to the Undying 
Lands, or to neighboring Taaliraan, as the ecology of their 


homeland disintegrates, 
3319 — — Downfall of the corrupt Numenor by the hand of Еги. 
3320 — Sauron returns to Mordor. He perceives the power of the 


Court and bends his will upon them. Drained from their last 
great feat of destruction, they are forced to accede io his 


dominance. 
3430 — Last Alliance of Men and Elves is formed against Sauron. 
3441 — Sauron overthrown by Elendil and Gil-Galad, who perish. 


Isildur takes the One Ring. End of the Second Age. 


THIRD AGE 

1100 — One of the three gems of Unlight taken by the Luingon 
Alliance is recovered by Ardor from its place of hiding. 

1120 — Eldarion of the Guild of Elements is caught in Naurlindol by 
ла. He is lain, and the Staff lost. 

1264 — TheNazgül reappear. Sauron enters Dol Guldur and sendsone 


оГ his Ringwraiths 10 the Citadel of Ardor, suggesting a new 
alliance. The Council, knowing Sauron to be crippled without 
his Ring, yet still fearing somewhat his awesome powers, all 


him. 

1365 — Tamürak, now completely under the influence of the immor- 
tal "Magician", declares war on Koronande, 

1572 After a series of inconclusive battles, Koronande and 


Tantürak reach a tentative peace, intermittently broken by 
border squabbles. 

1308 — — Cambragol, Valkrist and Persuvious seize the second lost yen. 
of Unlight. Only one remains hidden, at (he castle of Kirk. 

1650 — Repeated minor battles begin to break out between the 
previously peaceful peoples of Mamakan, Tuktan, and 
Dishera. The population of Mimakan has increased marked 
ly in the last few centuries, and the peoples of Tuktan and 
Hathor fear that war is impending, that Amaav’s "purpose it 
по take control of all the Mümakan. Also, Ores and Wars, 
‘usually a very rare sight, are seen with increasing frequency in 
The hills at night, and begin raiding outlying Düshera villages. 

180 — — The Guild decides to awaken Moran. 

1703 = (February 8) The King of Hathor is assassinated (by the Winds 
of Taurang) 

1709" — (June) The Company converges on the Blue Falcon Inn ln 
Korlan. Klaen charges them with their task, and start thm on 


thelr quest. 

1705 (August 8) Eclipse over the Citadel of Ardor: Time of the 
Ritual, 

"The Present 


3.0 FLORA AND FAUNA 


The Mümakan area is one which holds a great variety of environment 
within a relatively small area: treeless plains, sandy coasts, humid jungles 
Му vals, and cool forests similar to those found much farther north, Ax. 
can be imagined, to describe all of these ecosystems in detail could consume 
entre volumes. With this in mind, following is a brief discussion аге 
the various environments and the typical flora and fauna that can be found 
there. 


3.1 COASTS 

‘The shores of the land are for the most part sandy beach, except forthe 
southern coast of the Mümakan peninsula itself, which is rather rocky, ud. 
fives 10 sheer cliffs of up to 300' in certain areas, This region is honey: 
‘combed with cliffside caves and grotioes, remnants of ancient volcanic 
flows. Wild grassy areas prevail as one moves inland, but on occasion the 
rampant foliage of the jungle runs fairly close to the beach edge. Моге оеп 
however, there are merely scattered palms, pines, and other hardy crublike 
types of vegetation. Sharks and other large predatory fish are extremely 
rare in the bay and coastal areas, although they may be encountered beyond 
the tenemile point. Fish on the other hand, are plentiful and harvened by. 
Hathor and Koronande. Oysters and clams are cultivated in the shallow, 
including (hy Hathor) the rare Vessino Clam, whose meat is the source ofa 
healing balm (see healing chart, sec. 8,5). Unique ro the Mümakan ls ће 
Eris Squid, a small animal (growing to perhaps 1' in length) whose inky 
defensive excretion is reputed to have magical camouflaging properties, 


3.2 RAINFOREST 

‘Covering more land in the Mümakan than anything else are the уам, dan 
rainforests. Lining most of the shore areas, and extending far inland, hey 
dominate the land and people. The Jungle itself harbors a variety af animal 
(and, of course, plant) life, and so deserves the greatest attention. There. 
actually four distinct "layers" of vegetation within the rainforest: the hert 
and ferns, which exist most heavily at the fringes, are the bottom. Above 
‘them also most prevalent at the edges of the jungle, are young res not fly 
“grown. Forming the jungle “canopy” are the vast majority of large es 
100-150 fee in height, with no branches until they reach a crown, and | 
spread to meet their neighbors, forming an almost complete roof over the 
jungle Moor, and thus inhibiting the growth of sunlight dependent vegeta 
tion below. Above ай rise the great "Luraki”, the lord trees of the 


forest, growing to 200 feet, and occasionaly even higher. The crowns of 
these trees spread above the unbroken roof of the fores canopy, Iis n the 
Luraks that (he Elves and Kirani choose to build their elaborate arboreal 
homes. Within this framework area myriad of floral types: strangler vines 
Which grow tendrils to the ground, then establish their own root systems, 
gradually wrap around the host tree and strangle it, Other climbing vines do 
not harm their support, but merely use it to get closer to the precious 
sunlight. Thickets of mangrove trees and bamboo thrive ut the forest edge, 
‘specially along rivers. H is important to keep in mind that, once one has 
fought his way through the dense underbrush at the edge of the rainforest 
there are few obstacles 10 the traveller: young trees and other undergrowth 
cannot survive in the dim light, and dead material s swiftly decomposed by 
the many fungi and lichens which grow on the forest floor. The deep jungle. 
isa misty cathedral pillared with slender, buttressed trunks of great trees, 
their high branches interlacing into a translucent, shimmering vaulted ceil. 
ing. Within this awe inspiring setting exist an infinite variety of animal and 
inset types, some harmless, others not so, Among the most prevalent and. 
‘obvious of the the rainforest inhabitants are the brightly plumaged birds 
who make their homes in the trees. They are usually quiet during the day, 
but break ош ina cacaphony of cries at sunset, Snakes are common, mostly 
constrictors, growing 19 twenty-five feet in length, and lving in wait in 
shallow water or in tree branches until an unsuspecting victim draws too 
‘near, al which time they are able to strike and envelope with amazing speed 
for their bulk, Small mammals are abundant, including squitrel-like 
‘features with Пар» of skin between their limbs which allow them to glide 
from tree to ree, Leopards and ocelots, kings of the jungle predators, are 
about but rarely in the human-inhabited areas, Many amphibious animals 
xls, expecially frogs -und of note, the tree frog of Umak, hose skin ex: 
udes а potent contact poison, Leeches are everywhere, and will attach 
themselves 10 the unprotected feet and lower legs of an unsuspecting 
traveller, 


3.3 PLAINS 

The lain of the Mümakan are barren by comparison to the Jungles, but 
will harbor several plant and animal types, Most prominent of these are the 
Mumakll themselves: plant elephants, either wild in herds or domesticated 
by the Haradrim and used as beasts of burden for thelr nomadic tribes, the 
Mumakil are fearsome beasts, and nearly unstoppable when frightened or 
angered. Thus do they make excellent war machines, almost impossible to 
MIL unlew struck In the eye. They also serve as mobile platforms for 
parapets, battlements, and acts as formidable living battering rams, These 
еам» live neur the forest edge and spend u good deal of time by ponds and. 
Меат», bathing themselves, Also on the plains graze gazelles and wild 
horses, staples of the Mümakani diet as well us food for the leopards, lions 
And cheetahs who, incidentally, occasionally make a Haradrim part of their 
dining fare, although these predators are relatively scarce and never attack. 
large groups of men, Plantlife Ís for the mont рап limited to endless grassy 
plains, broken by an occasional cluster of stunted trees or undergrowth, 
‘Thereare scattered wild grains, nuts and edible plants, which the Haradrim 
harvest as they travel across the lands, 


34 HILLS 

The hilly regions have more than the plains in the way of plant and animal 
life, partly because of the slightly cooler alt and more evident water supply, 
This is true even in the low hills running us spines down the peninsulas in the 
Mümakan but the much cooler areas (where it is known to even snow on 
occasion) are limited to higher vales and the more northerly districts where 
deciduous trees begin to grow in numbers, Wild animal life here e limited to. 
small rodents and an occasional deer or small bear, the later two also 
usually only in the more northern areas. Plantlifeis more healthy and ab 
dant, including smaller versions of many of the Jungle trees, as well as most 
of the medicinal herbs native to the area, Short grasses dominate un- 
cultivated lands here, and in Hathor the domesticated sheep make full use 
of it as food, Fields of corn and cotton are common in the south, while 
wheat seems only to grow well in Düshera and the higher elevations. The 
horse is the usual beast of burden and method of transportation, ranging 
from scruffy ponies in the North to huge war horses on the plains (when 
Mumakil aren't used), to the graceful mounts used by the Hathorlans and 
Elves, 


3.5 SWAMP 
‘The swamp of Geshaan is similar to the rainforest, but out of control 

‘The ground is uncertain, and often submerged under scummy water up to 
{wo or three feet. There are more breaks in the “апору because of the 
‘unstable floor, and so more fallen trees, Huge vines and overgrown under- 
brush make passage almost impossible at times. In additon to this there are 
snakes, alligators, huge poisonous lizards, and large insects, many carrying. 
diseases, 


в 


4.0 


CLIMATE OF THE МОМАКАМ 
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KEY TO WEATHER CHART 
(percentages indicate amount of time in а given month for a given condi- 
tion's presence) 

PERFECT 20% Clouds (10% Rain) 
PARTLYCLOUDY — 30% Cloudy 


CLOUDY som Cloudy 
OVERCAST BOM Cloudy (often very heavy eloudcover] 
LIGHT RAIN 200 Raining 

RAIN 50% Raining 

DOWNPOURS ваме Ruining (often heavy downpours) 
RAIN/SNOW 30% Precip. (20% rain; 10% snow) 
CALM 0-5 mph winds predominate, 

BREEZY 5.20 mph winds 

WINDY 10-40 mph winds 


HIGH WINDS 20-60 + mph winds 
The chart above reflects general weather patterns in the Mümakan, 


Jc should be noted that these are not rigid figures, and there is always the 
chance thal an extreme storm system or clearing front will create exceptions 
to these guidelines 

Note that precipitation comes in sudden, heavy rains which last for les 
than an hour, but are very frequent, Cloudcover in the jungle is hazy at 
best, darkly overcast at worst. The skies rally only clear over the coast and 
plains. 


Humidity is very high all year în the rainforest; but does drop in the 
cooler months in other areas. 

‘Thecalendar used aboveis a thirteen month lundar calendar of the Eldar, 
used in Taaliraan and Koronande, The Mümakani and Haradrim use з 
system similar in structure, bot the months, af course, have different 
names. Each month has twenty-eight days (four weeks of seven days each) 
corresponding to the phases of the moon. The fist of each month is a new 
moon, There s one day, after the 28th of Ringare and before the first of 
Valime, which ls New Year's, and corrects the calendar. Every four years 
There are two such days, 


5.0 THE INHABITANTS: 
WAYS OF LIFE 


Within the lands of the Mümakan region are many racial and cultural 
groups, which vary greatly in appearance, customs and attitudes. In addi- 
tion toa scattering of Silvan and Sindarin Elves, and the Nümenoresn col- 
‘nists, there are the Haradrim of Mümakan, the Kirani (an offshoot of the 
Haradwaith), the stocky dale men of the northern hills and the Hathorian. 
People. 


54 ELVES 

‘The Elven population in the Mümakan is almost entirely Silvan in de- 
scent (the most “rustic” of the immortals) except in Taaliraan and, to 3 
lesser extent, Koronande. The Noldor are extremely rare except in Korian 
and the Tualiruan capitol of Tilvirin. Anywhere else their appearance is met 
with stares of awe (in Koronande), loathing (in Tantrak), and distaste (in 
Mümakan). Most races find the Noldor rather stuffy and condescending. 

The Sindar are more prevalent, being common in Taaliraan, and com- 
posing at least twenty-five percent of the Elven Koronande population - 
although there has been some interbreeding, and the Silvan/Sindarin line 
has blurred. 

Elves of the Mimakan wear less clothing than their more northerly 
counterparts, preferring simple belted tunics in white, gres, green or 
brown. Jewelry is usually minimal, but invariably high-quality and 
delicate. The Noldor wear more in the way of jewelry, and prefer white 
garments with metallic silver or gold tim. As with the other races of the 
Mamakan (with the exception of an occasional wellshielded Noldorin 
Taaliraan aristocrat) the Elves of the area wear year-round tans, yet only 
these immortals maintain wrinkle-free skin with the passage of the years, 
пето the regenerative nature of their bodies. Even the Hathorians, despite 
their balms, begin to show signs of aging around the age of 1 


5.2 KIRANI 

1t is believed that the Kiraní are related to the Haradrim, although 
beyond the common very dark skin color and black, wiry hair, the similar 
ity ends. Where the Haradrim are stocky and muscular, the Кігалі are tall, 
slender and graceful of movement. Where the people of Harad are bar. 
baric, the Kirani are cultorally sophisticated, and relatively advanced 
socially. Koronande, one of the very few republics in ай of Middle-earth, is 
‘unalmos solely by Кігалі. Indeed, with regard to body build, strength and. 
dexterity, the Кігалі are more comparable to tbe Elven races, with whom 
they share a mutual respect and admiration. Indeed, there have Deen mar- 
riages between the two races, although those are very rare, as are all unions 
between the Elves and mortal men. 

There is an apparently significant range of sociological development 
among the Кігалі, even within this limited area: from the almost tribal ar- 
rangement of the reed hut-dwelling people of Tuktan to the complex 
government of Koronande, where the inhabitants embrace imported foods 
and intricate social subtleties and live in multi-story stone houses in cities 
with sewage systems. The faci is, however, that beneath these social levels 
most Kirani share the same basic religious and cultural beliefs. Although 
there are many cult branches the Kiran worship Era, “The One” as their 
(кой. They have complex rites of marriage after а young man and woman 
have chosen each other; and the ceremonies of passage through. as the 
Kiranı percieve them. the four stages of life: bib; man/womanbood (at 
around 15); ciirenhood (taking social resposibility, around 30): and 
dearhíchosen by the Kirani, as with the noble Nümenorcans of Old). Death 
was not to be along, withering process, rather, when someone realized that 
his or her mind or body was beginning to fail, around age 150-200 for 
Kirani, he or she would call for theseremony of death and at ће conclusion 
of the solemn hours-long ritual, Ihe person would have willed himself to 
death. 


н 


The Kirani are basically vegetarians, cultivating the many varieties of 
fruit bearing vines and trees which flourish in the area, They do occasion- 
ally dine on fowl: the larger avian inhabitants of the jungle are broiled and 
‘considered a delicacy. 

In the way of clothing, the Kirani prefer flowing, diaphanous garments, 
dyed in a variety of pastel colors and draped loosely about the body. These 
they wear when they can get away with it, but of course such are пог suitable 
for everyday work, for which they don short kilsin the case of the men, and 
Ibe women tend to wear а short, belted dress. Both sexes wear jewelry, 
although they prefer items of leather worn about the head and wrists, with 
bright bird feathers dangling, rather than the gold and gem-beset decora- 
tion that most other races prefer. 


Men Women 
PHYSICAL CHARACTERISTICS Height: 6-72" 5464 
Weight: 150-220 110-140 Ibs 


The Kirani are without exception very slender of build, although they do 
maintain their bodies in peak physical condition through rigorous exercise, 
and therefore usually have а well-developed musculature; and their 
strength is not to be underestimated. Their hair is invariably black, and 
ranges from very curly to kinky and wiry in texture. Eye color is usually 
brown, but there are occasional exceptions of every type. In tone the Kiran 
skin ranges from medium brown to nearly black. Kirani males tend to be 
lean shaven, indeed many, like the Elves, are naturally eardlese, All tend 
10 wear their hair relatively short. 


5.3 HATHORIANS 

If any group of men in the Mümakan area looks more out of place than 
the Nümenoreans, it is surely the people of Hathor. Blond and blue eyed, 
their appearance harkens back to the cooler climes of Rohan or perhaps the 
Kykorian Куп far 10 the North. Knowledge of the place of origin of the 
Hathorians is lost, however, even they do not remember. It is known that 
Hathorians migrated here before even the beginnings of Koronande, while 
Tukian was a collection of barbaric tribes. 

Despite the fact that they are not indigenous, they love their land, 
especially the southern and coastal areas. Hathorians are easy-going of. 
temperment, but often wild and adventurous, as is typical of short-lived 
‘mortals. Indeed their society more than any other in the area is built around 
recreation, including attendance at and participation in athletic games of 
all kinds, singly or in teams, in land or inthe water, by men or women (but 
mostly men). Although these sports are always played without intention of. 
injury, the very nature of most of them make it almost inevitable that some- 
one will set hurt every me. Fortunately, however, Hathorians have anap- 
tirade for the healing ап», and there are usually several Healers of respet- 
able level at any given event, so even a severely injured player is soon back in 
the game. 

‘The games, although just one facet of Hathorian society, are an excellent 
example of their rather hedonistic attitude toward life: above any other 
reason, doing things because they might be “fue. OF course, the Hathorian 
view of fun’ seems to have little similarity to that of most other cultures, At 
а note, Hathor accounts for the largest percentage of Taaliruan wine and 

snd Taaliraan beverages are seputedly the best in all af the 
dor and East of Nümenor. The Hathorians also us 
large percentage of their grain imports for the making of beer; and Gort is 
used freely, although the government frowns on it- 

Hathorians are among the most vain of peoples, working ever hard at 
making the most of their appearance, which now nearly rivals that of the 
Eiven-kind, although perhaps in a more ‘rough way. No other culture has 
хо many oils and balms to make their skin look ‘natural’. Of course, it must 
be acknowledged that because of their naturally fair skin, the Hathorians 
require some defense against the intense sun of the tropics until they 
develop a protective tan; and even then, their skin would dry and wrinkle 
without treatment. However, they also spend an inordinate amount af time. 
‘washing their hair, and cutting it in precise, layered lengths so that it falls 
evenly in sculpted perfection. Men usually wear their hair partway over 
their ears, and to the nape of the neck in back. Women allow theirs to grow 
longer, sweeping back from the face to fall about their shoulders. 

The Hathorians also delight in simple jewelry, usually gold, in the Form 
of necklaces and wrist and ankle chains, and earrings (for both sexes 
although men tend to wear but one earring, bracelet and ankle chain, while 
women prefer multiples). Both sexes have an aversion to finger rings, mais- 
taining that they interfere with various activities. The men clothe 
themselves in loose pants or shorts of cotton, or silk for more formal oces- 
sions, dyed bright colors; and occasionally wear a vest or loose shirt of sim- 
ple design, this is usually more elaborately dyed, in several colors or ina 
Print. The women wear either shorts anda laced top, ог for less rigorous a0 
tivities, short draped toga-like garments of finely woven diaphanous cloth, 
all sensuous in design. 


irast, the Hathorians are at times deeply religious: witness the 
oftheir healers, One can only assume the diety(ies) whom they wor- 
either very unrestrictive or very, very forgiving. 


теп are well muscled, and heavier of build than the Kirani, yet til 
compared ro the hillamen of Düshera. The women, presictabl 
voluptuous than those of the more slender races, but an overweight 
Yin is virtually unheard of. 
! uiris various shades of blond, their eyes are blue or grey, with а 
ewrence of green or hazel, The skin they are born with i» naturally 
ut universally tanned to various shades of brown, though it never ap- 
Ys the naturally dark tones of the Kirani and Haradrim. Hathorian. 
are clean-shaven without exception. having developed a creme which 
(Ау removes the beard for several days ¡he creme brings a high price 
her countries, but its export is limited). Like the Elves and Kirani, the 
horians have little body hair. The average lifespan of a Hathorian (bar 
accidents, which are common) is 150 years 
Contrary 10 popular belief, the Hathorians do engage in manual labor, 
in fact farm their storm-swept land (seasonal hurricanes on the 
бетп coast are quite common) with a sort of gleeful masochism, 
ing in the ‘challenge’. They grow cotton. and many are sheep and 
herders. The fine wool and cotton cloths woven and dyed by the 
horians are fine and highly prized throughout the Mömakan area, as 
the tender oysters cultivated and harvested year-round by this he 


HILL-MEN OF DÜSHERA 
ort und stocky, the hitmen of the Dashera-Gesbaan area resemble 
the Dwarves thun any mannish race nearby. Once а ай and proud 
lei their youth, they earned the ire of the Court of Ardor, and o the 
ян of the power of the Ardan Council fell upon them. The devastation 
lt upon Осанащи was even greter han the Court could summon 
"e. though the Поні catarophe could not have come at a more conven- 
Time (except of course for the fact thatthe Court as well suffered a 
Tv back With the downfall of heir master, Morgoth himself. n 
| nur the end of the Fi Age, when mou mortal men were disorgan 
hon ol Geshaan, under the шеше of the Three o Ty-Ar-Rana, 
arising into n culture of power and sophistication. This potential 
to their dominance he Court could pot permit, and so they bent all of 
ү Powers (especially formidable while they st could tap th resources 
he Black Enemy) upon the men of Dóshera and Geshaan. Even before 
«учи which turned Geshaan into an uninhahitable mite, and 
ier the ecology of Dünhera, he effects ofthe Ardan manipulations 
ild be seen despite the best efforts of the Three to combat them. The 
ernment became Increasingly corru, their worship of Eru became 
ней with fear of punishment for any tramurenion; interaction with 
бег races became strained, especially the immortal Elves - who they 
med 10 envy. By the end the people even feared the Three as they had 
befor, and were suspicious af Mir motives, Then came the changing 
Midde-arth wit he fall of Beleriand and Thangorodrim: the "punish 
meni" hey had ай feared, The temples of Tya were closed, and ће people 
е without organised leadership. Since then lı has been a sad tale of. 
өзу decline for thin race, even genetically suffering as ther nutrition and 
reeding habits changed, а limited diet and severe inbreeding due to lack of 
Nel and trade. Only recently have they come o rut the Efe at all with 
Me passage of so many years, The Kiran too they willinteraet vi 
arily, for they fear (with pood remon) the warlike Mümakani, and have 
rouble differentiating between the race. The himen are sill very 
Superstitious, having altered (in their minds) the personalities of many of. 
‘he Valar int vengeful ital demanding minor gods, who mus conan 
ly be appeased. 
An the way of clothing the hill-men wear (relatively) poorly made items of 
wool, with some hide overgarments. They are swarthy of complexion, the 
men frequently wearing beards, and ther hal i may dark brown. thet 
‘oes brown or grey- 


Men Women 
PHYSICAL CHARACTERISTICS Height: gs” 447-907 
Weight: 100-180 Ibs. 80-120 Ibs. 


5.5 DWARVES 

Although relatively rare in the Mümakan. Dwarves are not unheard-of 
“and there area few settlements in the hills west of Geshaan. Some also live 
Inthe cities of Korlan and Tanith, mostly working as smiths. 


Men Women 
SICAL CHARACTERISTICS Height: 58766" 52-7107 
Weight: 150-220 110-140 bs. 
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6.0 POLITICS AND PEOPLE 


6.1 COUNTRIES 

Following is a brief overview of the major political regions in the 
Mümakan area, and their individual histories and structures. 

6.11 TANTÜRAK. 

А Nümenorean colony founded inc. S.A. 1300, Tantürak was the most 
southerly of the Nümenorean settlements on the Middle-earth continent 
proper, and was relatively cut off from the more northerly realms, with the 
exception of some trading contacts. From the beginning, the people of 
Tantürak chose to be a separate entity from the other, more loosely gov- 
cred arcas of the Mümakan. Dominating the northeast corner of the 
Usakan bay, Tantürak is flanked by rolling hills on both sides and moun- 
‘wins to the north, providing natural defensive barriers, The western por- 
tion of the country, the least heavily settled, is covered by a mined 
‘deciduous ‘coniferous forest, extending virtually unbroken for miles, Th 
southeast section, receiving more warm, humid air from the bay winds, is 
‘blanketed by a lush rainforest which dominates the entire Koros peninsula, 
Of all the peoples of the Mümakan area, the Tantraki chose the most am- 
birious (and insensitive) method of dealing with the jungle: they burned und. 
cleared large areas within the rainforest and along the const, and there 
‘established their settlements. 

‘Why the Tantüraki elected to place themselves in the more warm, humid 
section of the Mümakan when their homeland of Nümenor was a much 
‘cooler climate is unclear, until one ls enlightened to the tales of the ‘vag 
Ask Curinkers of Med") strange, apclike creatures which inhabit the nor- 
hern section of the Unakal forex. At first, the Tantüraki were undaunted 
by the warnings of the few Kirani who lived in that arca at the time, who. 
spoke ofthe terrifying shadowy monsters who would come out of the forest 

IW and silently kidnap men, women and children alike from their beds; 
and the nent day their bodies, then bloodless huska, would be found Just 
‘outside of the village. Soon the Tantüraki were convinced, for there wan no 
stopping the Uvag-Aak, and the few times that they managed to kill one of 
The monsters ought a terrible retribution the following night. It wan. 
discovered, however, (rhe hard way) that the Uvag-Aak would not disturb 
anyone who stayed outside of the northern half ûf Ihe fores, so the 
Nümenorean colonists moved south, 

The capitol сиу of Tantûrak is Sarl, which lies on the southern side of 
the Uvar river, Шале here isthe formidable navy of Tantürak, for these 
people took with them many of the skills of their Nümenorean ancestors, 
‘Of the government of the realm, there h a могу of an interesting, If perhaps 
predictable transformation, At the fni there was, да rue of most of the 
colonia, governor, who at least in theory answered to the King in 
Númenor. This system worked quite well for some seven hundred years, the 
governorship turning over eleven times ший, in с. S.A. 3000, the «ми 
clan” arrived in Tuntûrak. The date и uncertain for he came with ile fan 
fare and rose quietly, albeit swiftly, through the ranks of the governor's ad- 
visors. This particular governor, п cousin of the king, мах particularly 
susceptible to the silky corrupting words of the the Magician, ах hi Jun for 
power and glory was great, Soon the Magician was hi chief advisor, and in 
S.A, 2040, the governor declared himself King of Tamtürak, taking the 
тате Tar-Kinjaam, and severed all political ies with Nümenor This move 
was greeted with great enthusiasm by the populace, 
‘the mother country had inflated greatly over the last few decades, 

Since that time it has been a steady decline into corruption for the govern: 
‘ment, and a subtle, yet definite shift in attitude by the Tamûraki towards 
the native Elven and Kirani populations, from disdain to outward hatred 
and jealousy, for the ifespans of the Taniüraki population began to lesen, 
‘even за did those of the people of Nümenor, This racial hatred resulted in 
the declaration of war, without provocation, by the king of Tanıdrak 
‘against the Koronande Republic. The outcome was inconclusive, but only 
served to intemify the loathing by the Men of the West, and cause new ap- 
prehension among the Elves and Kirani about the safety of their position, 
6.12 DÜSHERA 

A sparsely settled land, once also including the area known as Geshaan, 
Düshera is for the most part inhabited by a mix of ruddy-complected mor. 
tals living about the perimeter of the Pel Diishera (the lake in the northern 
part ofthe land) and along the base of the low mountains flanking the area, 
in small independant hill owns. Thus it is not a realm as such, although at 
‘one time the towns were united under a Lord at Gaven in Geshaan (thal city 
now lost to the swamps). The peoples of the towns il tbe land about their 
homes, raising only enough corn and wheat то subsist on, witha few excep- 
ons, as the Elves and Hatborians to the south will pay а high price in fine 
tools and weapons for wheat, which does not grow well in thei climes. 


‘There is, therefore, a river trade, although the majority of the traders 
themselves are Elven or Кігалі, 


6.13 GESHAAN 
Once the center of a wealthy kingdom, Gesha suffered by far the worst 
of the lands of the Mümakan when the earth shook with the fall of 
Beleriand and the drowning of Angband. The level of the land sank and 
water collected there, but not into lake, as it might. Instead, а swamp 
formed: an unclean place of rotting tres and creatures of darkness. The 
Koros river and the areas just flanking it are suitable for travellers, for it 
is a swift current and permits no collection of foul refuse; but Farther in, 
where the land is uneven and pools and mies collect. all manner of things 
шоу, Within lies the city of Gaven and somewhere, the temple complex of 
Ty-Ar-Rana, 
6.14 TUKTAN 

Encompassing all of the oval shaped rainforest area to the east of 
Geshaan, Tukan is an interconnected web of Киза) villages, loosely knit 
and united by a very informal central government consisting of a council of 
seventeen "bani? (village laden). The Jilhan council meets ser 
annually, or if a threat lo the reum as a whole warrants it. Otherwise each 
Jilhan rules his town as he seo, fit, and all engage in a lively trade amongst 
themselves and with adjacent Koronande. It is in the Tuktan forest alone. 
That the Jeedie Tenk tres flourish, and their wood is prized. Not surpris- 
ingly, Tuktan wood craftsmen are very skilled and thet furniture and bows 
are highly sought afer, Tuk an composite bows can bring a price many 
times the average, and ae said to he superior to any other, save the most 
powerful magical bows 

‘Of late Tuktan has had increasing problems with the Mümakan people 
‘who, beginning to envy the fine homes and land of the Тарлан, are ever 
"ore antagonistic, raiding on the bordering villages with increasing 
frequency. 

6.15 MÜMAKAN 

А уам, mixed plaln/forest area, inhabited by semi-nomadiz tribes 
resembling more the Haradrim of the north than their neighboring Kirani 
"The people are simple to the point of barbarism, and especially recently, 
supply their needa by raid on adjacent Tuktan, Koronande and Hathor. 
There ñ no central government: indeed the only social framework is rhe 
tribe, an extremely large extended family structure, ruled by the oldest lv» 
ing male, АЙ tribes meet annualy at thereligiow center ofthe land - Amaru, 
a holy place where the tribes interact, Ide. and marriages are arranged 
Above all, hey pray to their код Amaay, who I h id speaks to them of 
‘herr purpose and future The Mümakanı, it should be noted here, make ex- 
tensive use of a huge animal both as heat of burden and a a fierce war 
machine! Ihe Мот, lso called the preat elephant 
6.16 НАТНОК 

А nied kingdom, traditionally ruled hy a strong monarch out of the 
capitol chy of Tanith, Hathor is somewhat of an enigma for a realm on a 
península, As Is obvious to anyone studied in the ways of races, the 
MHarhorianyare not native to their land, Blond and Мне eyed, with naturally 
fair skin (hough tanned by the sun) hey aparently migrated о their pre 
sent land ong apo, although certainly not by ex. As а race, they fear the 
open еа like no other - even more so han the Dwarves. Short rips about 
ihe Koros Bay, or even along the southern coast bother them not at all, bt 
ам the mention of а long sea voyage will drain the color from the face of 
even the bravest Hathorian warrior. This of course ls a source of endless 
amusement for their Elven neighbors, as the Hathorians are not afraid of 
much else; їп fac they are considered reckless by other standards. 

The king maintains an army of respectable size to guard the border fac- 
ing potential enemies. The Hathorans traditionally do no wear armor, but 
сату light, very effective shields, and are excellent with the composite bow 
and broadsword. 

6.17 TAALIRAAN 

‘A realm of Silvan, Sildarin and Noldor Elves, Taaliran is the only truly 
Even land in the area since the total destruction of Dirsulinor In fact, 
many refugees from that land now live in Taalicaan, the rext abandoning 
Middle-earth entirely for the Undying Lands in the West. Ruled as it has 
been since its founding in the First Age by the Lord Eldanar, a Noldorin 
Princein Exile, Taaliraan isa self-contained country, remaining aloof from 
local polities- It is here that the majority of the users of essence can be 
found, no doubt one of the major reasons that Taaliran has not been 
threatened by Tantirak, or any other realm for that matter. 

6.18 KORONANDE 

More than any other realm in the Mümakan area save Tantirak, 
Koronande isa united country. Alo worthy of mention isthe fac that the 
government of Koronande is а republic, extremely rare in Middle-earth. 


‘The majority of the elected officials in this mixed Kirani/Elven countryart 
Kiran, not that the Elven population is subjugated in any wav; rather, even 
the Elves elect Kirani representatives, knowing that they themselves lack 
the imitative to participate actively in what they consider a ‘complex! 
government. On the other hand, many ot the Koronande legislators and 
governors have Elven advisors. who often survive several turnovers of of 
fice, being excellent noncommittal sources of information and wisdom. 
As may be expected, the Elves inhabit the more rural, forested areas of 
Koronande, constructing beautiful and elaborate homes in the branches of 
the huge trees, which ofen grow to heights exceeding 2007 the greatest ex 
ample of which is Tauronde, the city which presides over the district of the 
same name, north and west of Korlan. It is almost entirely Elven in populu 
tion. and iis governor and senate representatives are Elves (i has been 
speculated that there is Noldorin blood in some of the Elves of Taurunde, 
for, of ай the immortals only the Noldor showed great drive and 
perseverence), Tauronde the city is in fact a cluster of the Luraks, lord теу 
‘of the jungle. into the branches of which have been built elaborate homes 
and shops, inns and halls, all well over one hundred feet above the jungle 
поо. 

The capital of Koronande is Korlan, on the mouth of the Koro river 
The геме is divided into six districts. each having its own main town und. 
governor. The Senate consists of twelve members, two from cach of the 
гіст, who meet monthly for three days to decide matters of concern 10 
the realm ал a whole. The Republic has а strong navy, the only опе in the 
region which can contest that of Tantûrak- по демін part of the reason 
that country attacked them, and the reason that attack failed, They are the 
traders of the Mümakan and, not surprisingly, Korlan is the main trading. 
city, and а center of commerce. The Hives of Taaliraan have а more ev 
tended trading network, but thelr volume ка fraction of the Koronandnns. 
6.19 AKDINAAK 

Not relly a true realm of the Mmakan, Ardinaak is nonetheless worthy 
‘of mention. Originally part of Талгак, and indeed an important naval 
base during the гевит youth, Ardinaak was struck by а sudden and 
mysterious plague in S.A. 1888 Within days everyone was dead, Histories 
tell that the witnesses who fle the island after the firu signs ofthe plague. 
had seen а brillian Mash of ight come from the rocky Ме in the center ofthe 
bay (which had never been landed on before because of Ил sheet sides and 
‘the treacherous rocks all about И) one night. Those who were unfortunate 
‘enough to he looking in that general direction were blinded permanently. 
Then, within hours people began to grow ill, and ther skin became mottled. 
Even those that had escaped the Ide immediately after the lash soon died 
‘on the mainland, although they did not transmit the disease to others. No. 
‘one has returned to Ardinaak since, according to records, It wus speculated 
‘hat what struck the ile was not a disease, Dut an immensely powerful cune. 
‘of some sort. At any rate, the land is associated with death, and its nome is 
nol spoken. 
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622 THE LESSER LORDS 
6.221 Court Standard Uniforms 
Suit of Staves (Element: Fire; Realm: Essence) 

Full length robes: layers of cloth in differing shades of red, orange and 
yellow, with a badge on the left breast: an inverted triangle embroidered 
with a flaming staff. Full length black cloak with the octagonal Ardor 
brooch, All carry a reddish stel dagger. Garrison fighters wear a simpler, 
short tunic version, and carry composite bows and red broadswords. 
Suit of Orbs (Element: Earth; Realm: Mentalism) 

Either full length forest green hooded robes trimmed with brown, or a 
short green tunic (after the manner of the warrior-monks) and loose pants 
bound at the ankles, also trimmed in brown, depending on whether the 
wearer is primarily a spell user or warrior. Badge is a circle (representing an 
orb) stitched in silver on a black circular fied. Cloak is reversible dark. 
green/brown, clasped by the Ardor brooch. Garrison fighters carry either a 
green steel axe, or broadsword and dagger of the same metal. All utilize 
Elven longbows.. 

‘Suit of Helms (Element: Water; Realm: Channeling) 

Robes are of shimmering blue material of varying shades, which seem to 
shift and change color as the light catches them — long for those truly of 
Channeling: shorter for the garrison and combat oriented members, who 
also wear a bluish steel chain shirt under the robe. Badge is a heim em- 
broidered in gold over a deep blue circular field. The cloak is dark blue, 
lined with a lighter green-blue, clasped wich the cloakpin of Ardor. Gar- 
rison guards use a mace of bluish stel, and light crossbows, and carry cir- 
cular shields with the suit badge emblazoned on it. 

Suit of Swords (Element: Air; Realm: Arms) 

А diaphanous gossamer surcoat belted at the waist is worn over steel 
chain and а knee length white tunic. Badge isan upward pointing sword, 
piercing а cloud, ай оп a sky-bluc diamond shaped field. Cloaks are sky 
blue lined with grey, clasped with the Ardor cloakpin. Garrison guards 
wield polished steel swords and daggers, comp. bows, and carry circular 
shields painted sky blue, with the sword badge design. They wear high 
boots of grey leather. 

Ardor Troops and Citadel Garrison. 

All wear black, either in the form of а thigh length tunic and pants or a 
{ull length robe, both trimmed in red at the cuffs and hem. The badge is the 
‘octagonal design of Ardor, identical to the cloakpins, but merely em- 
broidered, Cloaks are all black. clasped with the Ardor brooch. Boots are 
of black leather. Some Garrison guards wear steel chain shirts enamelled 
black, All carry steel short swords and use comp. bows and octagonal 
shields. 

6.222 Standard Court Magic Items 

"This magical equipment has been issued to each Lord, Lady, Knight and 
Herald of the Court, as well аз the eight Citadel Captains. Starred items are 
aligned to them individually and cannot be used by any other, on pain of an 
"AP electricity critical each time the item is touched Бу the wrong person. 
АП other items сап be used interchangeably, but the new owner risks the 
item being traced by the Court, 

SUIT OF STAVES 

1. (*) Gnarled staff: of grey-brown wood which allows the user to 
employ the “Fie” spell list to ten levels above his own, whether or not 
he knows the list (but he must expend his own power points at the full 
spell level). The staff will also burst into flame on the command 
"Ronya!" (O: flame) without harm tothe bearer, and зо doing provide 


6.223 Abilities Chart 
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immunity то all heat and flame. lt is also а x4 power point enhancer. 
The Knight of Staves has a laen sword instead of a staff with the 
following powers +20; flames on command (same protection), 
delivers a heat critical on top of any regular combat critical of the 
same value. 

2. (*)Uniform robes: have the equivalent of AT 2(40), in addition tothe 
wearer's quickness bonus. The Knight has a 1(40) tunic, 

3. Dugger: like the others except that it is of + 10 quality. 

4 Cloak: allows the wearer to become invisible instantly, once per day. 

SUIT OF ORES 

L. (MA chain of mithril, holding suspended crystal orb, 1"in diameter, 

allows the wearer 10 use the Open Mentalist List “Brilliance” with 

the restrictions as the staff above, It, too, is a x4 power point 
enhancer, and will create an enhanced "blur" effect at will about the 
wearer, giving him an additional -30 to his Armor Type, 

2. Cloak: changes color at will, providing an added 25% to hiding skills 

З. Bracers (or short sword if not a monk): of mithril, which are +20 
(defensive if bracers, offensive if not). 

4. kasha: (a multibladed throwing weapon, strikes asa short sword) af 
+10 quality; will return safely 10 the user after being thrown up 10 
100 away. 

SUIT OF HELMS 

1. (ФА helm, similar to the others, except that it has the following addi- 
tional powers: it allows the wielder1o cast Dark Channels spells up to 

their own level even if they do not know the list (they must be spell 

users of Channeling, however). The helm also acts as a xà power point 

enhancer, and gives off a continuous “Protection П" (-10 from enemy 

elemental attacks; +10 10 RR vs. all spell attacks). The beim 

transforms into a mithril circlet when placed on the head, but still pro- 

tects аз a full helm. It also allows the wearer to breathe underwater 

‘Sole: floor length, of dark blue dyed leather, elaborately tooled: 

t provides the wearer with an enchanted field which subtracts 15 from 

all missile and melee attacks. The field can be activated at will 

3. Mace: like the others except that it is +20. 

4. Boots: allow the wearer to walk on water as a "Routine" maneuver. 

SUIT OF SWORDS 

1. Clear laen broadsword: +25 bonus. 

2 Shimmering mithril chain armor: 17(-20) AT, in addition to any other 
bonuses. 

Composite bow: +20 quality. 

(®) Ring: allows the wearer to move with "haste" for four rounds once 

per day, and will summon а great bird of Tirgoroth ro him (at its top 

speedesee detail of Tirgoroth, sec. 7.151) at need. 

ARDOR CITADEL CAPTAINS. 

ба addition to or superceding regular troop issue) 

1. A red laen broadsword of + 25 quality. 

2 (*) An Ardor cloakpin of unusual quality, having the following 
powers at the touch of one of the glass inlays: 
A. Communicate vocally with Valmorgúl (in an emergency, bur it 

had better be good). Ten mile range. 
в. Communicate vocally with any of the other seven captains. One 
mile ange. 

“Haste” four rounds, once per day. 

“Віш” for four rounds, once per day, giving the wearer a +10 

defensive bonus. 


c 
D. 


E. “See Invisible" for four minutes (24 rounds), once per day. 
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F. “Invisibility Г radius", once per week. 

G. “Levitation” once per week. 

H. “Leaving” once per day: allows user to teleport instantly up to 100° 
away safely, provided there are no physical barriers in his line of 
кана 

. Composite bow of + 20 quality 
4. Four Mirenna berries. Assume cach captain to have one in his mouth 
ready to bite at need in battle, and so heal en hits 


623 THE CARDS OF ARDANA 
Much ore has been written concerning the powers of the “Ardan Deck”, 
Lage of cards with mystical properties. It should be stated here that there 

ave been in fact two sets of the cards; the original deck, created with the 
id of Morgoth himself included awesome powers, including allowing 
Court members to channel power directly from the Master, and otherwise 
fap the immense energies of the Dark Lord. With his fall, however, the. 
original decks were rendered useless, as was Inue of all items wrought with 
his aid. 

‘Ardana, however, utilizing the remnants of resources available to her, 
feforged the cards around S.A. 1300, during the reforming of the Court. It 
‘nas just as well for many of the new members, who replaced lesser Lords 
fallen during he final conflict or during the interim, and whose car 
Were now, of course, useless, These younger Lords then had car 
‘constructed for them, enhancing their personal powers greatly. 

Before the powers of the new Ardan Deck are discussed, perhaps a 
description of their physical appearance is in order: 

Tt full Ardan Deck (of which there are approximately 24 copies: one for 
‘each of the High Lords of Ardor, and several spares) consists of two parts. 
The larger section is very similar to decks of cards used widely for games 
and fortune-telling throughout the land, consisting of four suits’, ach hav- 
ing numbered cards one (or асе) to ten, and three or four "Court cards 
The suits bear the symbols of orbs, staves, swords and helms. (These suits 
representing respectively: varth/mentalism; fire/essence: air/arms; and 
water/channeling.) Also, to more closely suit her needs, she adapted the 
common ‘ack’ ‘Queen’, "King" Court cards into ‘Herald, Knight’, “Lady”. 
and Lord". АП of the Court cards bear the pictures images of the Lesser 
Lords and Ladies of the Court. 

The other section of the Deck differs more radically from common 
decks. М consists of 21 cards, numbered 9 to 20, They actually bear little 
relationship to the other cards, and have names even more arcane. They 
ako bear the the images of the High Lords of Ardor, as well as mythical 
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places, and key celestial objects, For а list of the twenty-two ‘Images’ as 
they are called, and the people and things they depict, see below. 

‘The cards are all fashioned of а smooth, white substance with a flat 
finish, resembling the pasteboard of which most cards are made. However, 
‘these are of Shaalk: much more resilient, indeed, nearly indestructible, yet 
light and thin. The Ardan cards are half again as large as most decks, and 
are beautifully executed in color and detail. Each Deck is stored in a finely 
made, padded wood box when not in use. 

Powers: 

The most widely used and commonly known power of the cards is com- 
munication. When wishing to speak to any other member of the Court, all 
‘one needs то do is to pull that person's (say, Valkrist' card from the deck, 
stare at the image, concentrating on Valkrist (calling the name has been. 
Known to help). The card will grow cold to the touch, and the image on the 
ard Gf Valkris is willing to answer) will shift по reveal Valkrist as he is cur- 
rently (in dress and environment). One can now hold a verbal conversation 
with Valkrit.Itis important to note hat, unless he pulls ош his card of you 
assuming of course, that you are one of the Lords of Ardor, and have a 
cerd), and ooksintoit, he cannot see you ог your surroundings; he can only 
hear your voice. Also, if he does not want to reply to the summons, he need 
not. The card will grow chill, but the image will remain fixed, and the caller 
is left unaware of his location and actions. If, on the other hand, Valkrist 
were dead or in a place where magic did not function (the cards’ powers all 
under essence’), the card would not even grow cold. Since all of the Lords 
and Ladies are of immortal blood and do not sleep, only slip into а restful 
“trance every day or so, the question of awakening someone with a card. 
‘summons does not arise. They can be summoned ош of the trance, if they 
so desire. 

Another, more rarely used power of the the cards is enhanced channeling 
skill, the ability to use the powers/spells of others. The cards not only pro- 
vide excellent communication between Lords, but also grant both parties 
The equivalent of 20 channelling skill levels (+ 70). Note that thisapplieson- 
ly 10 spell users; not those of Arms. Of course, even with these aids, the pro- 
cess of channelling is quite hazardous to both parties, and is only attempted. 
in‘emergency’ situations, Note also that the cards are a boon to Mentalists, 
who require mental contact before utilizing many of their power transfer 
and movement spells. 

Gamemaster Note: 

The powers of the Cards may be enhanced or cut back, as you see fit to 
‘adapt the power of the Court to the level of your campaign, for as can be 
seen, utilized carefully, they are an awesome tool of the Court even as they 
arc now. They should be used with care. 


The Trumps of the Ardan Deck 


CARD NUMBER/NAME CARD IMAGE 

1. The Magician Valmorgál 
The Sorceress Rilia 

3. The Lady Ardana 

4. The Lord Morthaur 

5. The High Priest Gorthaur 

6. The Harper Linsûl 

7. The Messenger Sülherok 

5. The Lord of Arms Valkrist 

9. The Scholar Khelekar 

10. The Monk Cambragol 

11. The Stargazer Ardüval 

12. The Mirror Feature 

13. The Thiet Valglin 

14. The Masionist Featur 

15. The Lord Demon Mourfuin 

16. The Tower (inactivo) 

17. The Star active) 

18. The Moon (inactive) 

19. The Sun inactive) 

20. Arda inactive) 

о. The Fool Gnactive/Féatur) 


The mirror card usually depicts a blonde person gazing into a mirror- 
Tike basin of water, which reflects the person's image perfectly. The 
person resembles Featur. By utilizing skills even Ardana does not 
suspect, (the male) eatur bas altered the Ardan decks o that this card 
will sometimes appear identical to "The Ilusionist”, This card will 
contact the male Featur, while the real “Illusionist” will contact the 
female only. Ardana is not aware of the strange properties of “The 
Mirror" and assumes, with the rest of the Court, that it а dummy. 
card with only sytabolic meaning, like the Sun, Moon, ec 


6.24 STRUCTURE OF ARDOR 
1, Darkness; the Citadel of Ardor 

A. Ardana (Mistress of Ardor) 

В. Valmorgül* (Ward of the Tower) 

C. Morthaur* 

D. Mourfuin* 
N. Fire (Staves) 

A. Naurlindol (Mistress Riliae) 

1. iml 


Valglin 


Knight of Staves 


3. Lady of Staves 
4 
ае (Master: Lesh-¥*) 


в. 
1. Lord of Staves 
2 Herald of Staves 
ш. Water (Helm) 
А. Aurax-Dür (Master: Gorthaur”) 
1. Camring 
2. Lord of Helms 
3. Knight of Helms 
ng (Master: Taurclax*) 
1. Khelekar 
XO Lady of Helms 
3. Herald of Helms 
IV. Earth (Orbs) 
A. Angkirya (Mistress: Féatur*) 
1. Yavekamba 


2 Lordof Orbs 
3. Lady of Orbs 
& Knight of Orbs 
B. Menckcarca (Master: Ardóval*) 
1. Herald of Orbs 
У. Air Swords) 
А. Tirgoroth (Master: Valkris*) 
1. Sülherak 
2. Lord of Swords 
3. Lady of Swords 
% Herald of Swords 
B. Mirisgroth (Master: Cambragol*) 
1. Persuvions 
2. Knight of Swords 


* indicates Ardan Council member 


6.3 OTHER ORGANIZATIONS OF NOTE 

During the great migrations of the Elves to Valinor from the East, many 
strayed from the road, Among them was a small group of the fairest Elves, 
опе most creatively inclined, These Elves came at last to the Mümakan area 
and settled throughout. Many we 


possessed of great essence and men 


talism aptitudes, and founded organizations, some of which survive у 
One such is the Darin Tesara 
mere phantoms of their former magnificence. Two of the later are the 
Guild of Elements and rhecult of Ty-Ar-Rana. These, and the artifacts mar. 
they left behind, sull influence the people and events of southwestern 
Middle-earth. 
6.31 DARIN TESARATH 
Founded in the late First Age by Featur, the Darin Tesarath (translates 
ihly to "Sisters of the Mind 


Others are not as they once were, being 


in Veyus, the Mentalist’ tongue) is a 
secular organization made up entirely of Elven women who have talents 
related at le 


айу to the ways of Mentalism, thus including 
Astrologers and Mystics, as well as pure Mentalist, Seers and Lay Healers. 

"The Tesarath University and focus of the organization is on the small 
island of Tharin, in the Кого Bay. It is here that the women are training in 
refining their skills, under the rigid codes of the “Sisterhood”. Initiates 
usually spend 10-20 years (nothing to an EIN or more as a student, and 
either remain as an instructor or depart to seek their fortune and fortune 
is an appropriate word, for Tesarath training is highly acclaimed, produc 
ing the most disciplined minds, and graduates ean demand high fees for 
ther services of information gathering and verification. 

Even sisters who leave Tharin are still tied to their school, however. 
Tharin ако the home of the Tesarath Council, interpreting the code of the 
Sisterhood, as well as deciding policy. Graduates are bound by a lifelong 
code of honor, and if convicted of a violation, punishment is severe, There 
is also an annual conclave on Tharin; all students, past and present, are 
invited 
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This ай fine, of course, but the true purpose of the Darin Tesarath is 
somewhat more insidious. I is a vast information network supplying in 
telligence from a range of sources to Féatur; for,although sisters vow never 
to reveal professional consultations to outsiders, they report fully to their 
superior. 

Full time students, and graduates while acting in their professional 
capacity, wear voluminous black, hooded robes with long, wide sleeves. 
They are completely unadornec. but conceal а variety of defenses, usually 
including a garrote, and a stiletto, both of which most sisters are trained in, 
Many others are versed in the ways of Martial Aris, and command a variety 
of lethal throwing arms. The Darin Tesarath maintains an office in all of 
the major cities in the Mümakan area, in addition to the many sisters who 
have set up shop independently. To the general public, the reputation ofthe 
Sisterhood is impeccable 


6.32 TY-AR-RANA 

Led by a trio of egal Noldor who chose to be known to most as simply 
“The Three”, the people of Arana settled in Geshaan, and built many 
sophisticated structures of metal and stone, all very beautiful and magical, 
The leaders of the Arana ate worthy of special note; all three had a similar 
appearance — tall, even among the Elves and high Edain, muscular of 
build, tanned skin, and eyes emerald green flecked with silver. The mostin- 
teresting facet of their appearance, however, was their hair: dark red, 
almost mahogany in color, extremely rare among the Eldar race, They were 
two men and a woman, the Eldest: Lyan, seven fet in height, wore hishair 
parted in the middle and sweeping back to fall at the base of his neck. Heled 
Ihe Threein power of mind. The woman, Lysa, 64 чай, allowed her hairta 
grow то just below her shoulders. She was the most perceptive of thethree, 
and saw far. Youngest was Lyrin, 67” tall, who kept his auburn locks rim: 
med ro the tons of his ears, and layered around the back. He was most skill- 
ed in the arts of unarmed combat (although all three had powers com- 
parable to lords of the Warrior-monks). 


The people of Arana existed happily for many years in their peaceful 
lands. However, over the centuries of the First Age, most were slowly 
drawn away from the secluded vale of their settlement and the solitude it of- 
fered, to cither sail to the West or pursue aspirations elsewhere. By the time 
ofthe death of the Two Trees only the Three and а few dozen adherents re- 
mained, a tiny fraction of the original populace. 

Ñ was in the first years of the Sun that (the male) Féatur, wandering 
aimlessly in the forests of Geshaan after his pardon by the Valar, en- 
countered Lyrin, and a great friendship was born. Lyrin took Féatur to one 
‘ofthe metal and stone structures which served as an entrance to the complex 
Known as Ty-Ar-Rana. There he met Lysa and Lyaan; and a plan formed in 
is mind. He told the Three of his past, and asked Tor their help against Ar 
dor, After much debate they acquiesced to aid him in his plan, So was born 
the Tya religion, although they had originally not meant to be priests, only 
fadvisors. Ви the growing population of Geshaan, the race of Men, was 
young and had wondered already at the strange temple-like structures of 
the Arana, thinking them works of the gods, Naturally, when the Three 
first emerged before an assembly of men, auras ablaze, the primitive mor- 
tal reacted with Fear and awe, The former feeling faded with time; the lat- 
ter never did, The Three taught the will of Eru, "The One", and the way of 
Light, So did they earn the hatred of Ardor, as their following grew with the 

nd the realm of Geshaan grew rich and powerful under their 


‘Then came the battle at the Citadel of Ardor to stop the terrible Ritual 
The Three went to aid the cause, and two fell, Although, зо great was thelr 
power that they lived again and returned to their home at Ty-Ar-Rana, this 
was to signal their decline, Only a few years later — when the change which 
accompanied the final overthrow of Morgoth devastated the population of 
Geshaan and turned most of it into an uninhabitable swamp, virtually cut- 
ting Ty-Ar-Rana off from the world — iis said that the Three departed the 
world last, weary and seeking rest in the Undying Lands, Lyaan and Lysa 
Were seen to depart опа grey ship ol the Elves, but Lyrin, who did not fall at 
the Citadel, was not seen, It is rumored that he walks the subterranean cor 
Tidors of Ty-Ar-Rana still, and wanders the misty swamps of Geshaan. 
The Three of Ty-Ar-Rana each had items of power to aid them, and aug 
nt their already awesome mental abilities. Called the Thaen stones (pro. 
nounced “напе” they were placed in different settings, зо аз to best serve 
the wearer, All of the Thaen stones resembled shimmering opals, 
owed more brightly with prismatic light as their power was tapped. AN 
Were set in Jewelry of platinum, 


The Rings of Lyaan: identical rings, set with one round stone each 
(Lyaan tended to hold his clenched fists to his temples when using spells of 
Breat power) 

POWERS. 


1. x6 power point enhancer (mentalism); 
2, Creates an aura, + 30 to combat defense: 
3. Add 30 to roll when computing RR versus Mind 
Attack, Control, or information type spells, 

The Tiara of Lysa: а simple tiara, open across the back and worn across 
the upper forehead; it hel, suspended on eher side a teardrop shaped 
Thaen stone, attached on short chains so that they laid lightly against t 
wearer's temples 
POWERS: 


1. x6 power point multiplier (mentalism-seer); 
2, Triple range on all information type spells; 
3. Creates an aura, + 30 to combat defense. 
The Earrings of Lyrin: two small Thaen stones set in simplestud earrings, 
which he wore through pierced ear lobes. 
POWERS: 


1. x6 power point multiplier (essence-monk); 

2. Creates ап aura, + 30 to combat defense; 

3. Ability to move with "haste" at wil with no ill 
effects (throw a spell every round, and engage 
movement/combat in the same round) 


In truth, Lyrin is a member of the Guild of Elements now (see below), 
and Aids Laurre and Klaen in their work against the Court of Ardor. Lyaan 
and Lysa have indeed sailed into the West, along with all of the remaining 
inhabitants of Ty-Ar-Rana. The complex is hidden in the jungle/swamp of 
Geshaan, deserted and lost from memory, although the items of Lysa and 
Lyaan are there still in secret places, See Ty-Ar-Rana layouts, sec, 7.2, and 
Lyrin's powers, sec. 6.332, 


n 


6.33 THE GUILD OF ELEMENTS 


ins of the Guild are shrouded in the uncertainty which clouds 
many events in the First Age. The few surviving records which tell of the 
‘Threeof Ty-Ar-Rana and the beginnings of the Darin Tesarath are silent on 
the subject of the Guild, Rumors, however, abound. Ruins there are too, 
scattered all about the Mamakan in hidden vales and glades, seemingly 
placed without pattern or purpose. None are large, and although some are 
more complex than others all have а common central element: a pentagonal 
platform of bluish granite (see yellowish pentagons оп color map), a five 
pointed star inlaid in the top surface of it — the inlay being of some very 
hard, clear plas (or Laen), in six pieces. The platform varies in size, from 
10 to SO across, and of all the objects in any given site is invariably un- 
damaged or worn, Anyone touching the platform will quickly realize its 
magical nature, for it is warm and gives off a faint humming vibration, 
When activated by items of the Guild, the platform glows specific colors 
1. Red Fire 


2. Light Blue Air 
3. Dark Blue Water 
4 Green Earth 
5. White Light 


The venter varies, shifting continually 

The five colors signify the four Alchemical elements, and light, Artifacts 
of the Guild are usually keyed 10 one of the five elements, and can range 
tremendously in power (see 6.333). 

According to popular belief, the Guild was organized early in the Years 
of the Sun by five Elven Lords. lts purpose was apparent partially as a 
tribute to the Valar, and to organize resistance to the forces of darkness. So. 
the Guild flourished for several centuries, eventually forming an alliance 
with other organizations to combat, now more specifically, the coalescing 
Atdan Court, This was the time of greatest power for the Guild, as it had 
many members, and possessed artifacts created by Chrys Menelrana опе о! 
the founding five and ап exiled Noldor lord who learned! much of forging in 
the Undying Lands. The techniques and powers at his disposal in forging 
are now lost in Middle-earth, 

The attack of (he Luingon alliance upon the Citadel of Ardor 
(simultaneous, in fact, with attacks on several other Ardan holds) saw the 
end of many powerful lords, including four of the founding five, But a few 
years later came the War of Wrath: the fall of Morgoth, the changing of 
Middle-earth, and the disruption of Ardor's power base. Many believed 
was Ihe end of organized evil forces in the world, Chrys, however, saw far- 
ther thun most und perceived the danger of Ardor rising again, Early in the 
Second Aye he supervised the construction of nine secret places, cach adja- 
cent to one of the now abandoned or minimally staffed places of Ardor, 
with secret access to those holds, He thus founded the organization known 
as simply “The Watchers" to man the installations and monitor any ас 
Uvitiesof remnants of the Court = to ensure that it did not riseagain, Then, 
after setting his son Laurre in charge of the Watchers and placing many of 
the artifacts of the Guild in secret vaults in the pentagram and the watcher 
installations for Future use, he sailed into the Undying Lands, his exile lifted 
due to his labors against the Black Enemy 

The Watchers continued diligently in their task for many years, but in 
S.A, 755 Laurre vanished without trace, und after several decades their 
vigilance failed. One by one the installations were sealed, For nearly a thou- 
sand years the ways were unguarded, and at this time the Lords of the Court 
began their return, Then, at last (the male) Féatur and Lyrin discovered 
Laurre trapped in a magical sleep at Ty-Ar-Rana and freed him. The three 
forged an alliance and elected to re-establish the Guild of OM, for its time 
had come again. But Elves and Men of Power for Ihe cause of good were 
few and scattered, so it was decided that the Guild should he a secret 
Organization ко as not to alert Ardor, Thus it was only five: Featur, Laure, 
Lyrin, Eldarion (а magician), and Rána (a Healer) who arose to stand 
‘against the Court, They moved covertly, foiling many an Ardan plot, 
although in many things they lacked the power of Old; they watched the 
destruction of Dirsulinor, totaly helpless. The fall of Eldarion in T.A. 1120. 
was a severe blow, simply in his loss, for he was wise and powerful. Rilia, 
being no fool, realized that something was afoot since Eldarion was able to 
enter Naurlindol unnoticed. She rightly) feared the return of the Guild, but 
was unable to convince the Council of any danger, primarily because of 
Féatur's (the male attended this meeting, disguised as his sister, of course) 
derision and scorn for her concern. If she had only known that it was indeed 
a lord of the Guild who so spoke to her 

AL any rate, Klaen the Bard was chosen to replace Eldarion, due to his 
great information-gathering talents and his ability to be unnoticed, 

Slowly the situation began to deteriorate, despite the best efforts of the 
Five, and they percieved that the next Eclipse was near, Awakening the in- 
fant Moran, they prepared for the final crisis. 


‚6.332 Lords of the Guild of Elements 

Laurre Menelrana — A Noldor prince and the last of his house, Laurreis 
also the most powerful warriorord in the area, although his skills are 
rarely tested anymore. Standing 64" tall with cobalt blue eyes and the 
solden-blond hair of his fair mother, Laurre exudes a youthful niaveté 
which belies his cunning mind and deadly hand in battle, Of Fire in the 
Order, he wields the flaming Holy blade Kirlhach. Laurre tends to wear 
average fighting clothes of deep red ог golden-yellow, and rarely leaves his 
manor house in the vale of Tumlinde, except at great need. The house is 
built upon а Guild of Elements ruin, and there is а small pentagram plat- 
form in the walled garden behind the house. 

Lyrin — see sec. 6.42 for his description, In manner he is boyish and 
amazingly carefree for his age and past sufferings, although he takes his 
responsibilities within the Guild with utmost seriousness, and would fight 
to the death without hesitation if he believed it necesary. Супи is of Air 
within the Guild 

Klaen — Wearing a perpetual, wry smirk, and continually brushing his 
sandy brown hair back from his eyes, Klaen is Laurre's antithesis. 6'6" tall 
and very slender, he tends to slouch or lean against any available support, 
eyes shut (or nearly so) In typical bardic fashion, he uses this seeming non. 
chalance to disarm others around him, perhaps inspiring them to say things 
they might not otherwise. Those who have felt his intent gaze, however, 
realize the full potential of Klaer's driving will. In truth, Klaen is the 
bastard son of Gorthaur and a poor, captured Eldarin maiden who helped 
her son escape from Aurax-Dür, at the cost of her own life, The bard has 
vowed vengeance for his mother's death, and intends to kill Gorthaur him- 
self. Forced to leave most of his extensive wardrobe at Tumlinde, Klaen 
usually dons unobtrusive clothing in shades of green, Of the five lords of 
the Guild, Klaen was chosen tobe the guardian’ of the Company because of 
his ability to remain unobtrusive; as well as his vast geographic and cultural 
knowledge, Klaen is of Water within the Guild, and has items with powers 
over that element 

Rana — A Sindarin Elf with black curly hair, Капа is 687 tall and 
slender, yet fairly muscular of build. Despite the sometimes grim nature of. 
his profession as a Healer, he is lighthearted of demeanor, and his slow, 
deep voice, youthful face, and seeming lack of coordination seem to con- 
чайки his quick mind and true sensitivity, It is Капа who would appear to 
heal a wounded PC should others be willing to sacrifice stat points (or 
something comparable) to channel power and bring him to a pentagram. It 
would be only at such places that Капа could even act. Normally he stays at 
Laurres manor unless his talents are sorely needed by those fighting against 
Ardor. He has been known after an an attack or raid by an enemy to appear 
unlooked-for at healing houses in Koronande, Tuktan or Hathor, heal the 
‘wounded and vanish as quickly as he had come. Of ‘Earth’, Rána wears 
green and brown, usually in the form of a tunic, pants and high boots, or a 
full length hooded robe. 

Féatur — See Lords of Ardor, sec 6.212 for physical details. OF Light’in 
the Guild, Featur wears white trimmed with gold usually in the form of an 
‘open silk tunic with half sleeves, white pants, and gold sandals, in short the 
antithesis of his usual drab black-robed garb worn in the Court. He also has 
gold wrist bracers. about 3" wide, with magical properties to aid him in his 
martial arts skills, The most introspective of the five, he smiles rarely, and 
"when hedoesthereisa touch of irony. There also appear lines about his eyes 
and mouth that no Elf would normally have, He wears an aura of impend- 
ing doom like а dark cloak, seeking now only the completion of his quest 
anda return to the Undying Lands, which can only be achieved through the 
destruction of the Court and, of course, his sister. 


Powers of the Lords of the Guild: 
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6.333 Artifacts of the Guild of Elements. 

The Pentagrams themselves. It should be noted that the pemtagrams are 
very old and very powerful. the following are suggested powers to be tapped 
by POS possessing keyed Guild Artifact 

Teleport: from one platform to another (must have physically been to 
both 

“Sanctuary: protections (maybe extent dependant oa size of pentagram) 
from evil attacks; maybe enhanced power points while on the platform. 

„Healing powers (or summoning Rána): drain temporary stats to channel 
power and summon heal 

-Limited communing (maybe only with Laurre or another Guild lord in 
spectral form). 

‘The pentagrams also each function as a vault. The central pentagonal 
section, a solid pillar, can be made to rise up Ў. Embedded in its magical 
шах (and invisible from above when the pillar is down) can be any number 
of artifacts of the Guild. They can only be retrieved by someone of the cor- 
rect profession to use them, and one who plans to use them to combat evil 
(the Court). For these people, the glass is insubstantial and their hand 
passes right through. 

Places of the Watchers: All doors to the places are identical, although 
their location and positioning may vary. The door is pentagonal in shape, 
and its five 3" thick bluish-stee sections pivot back from the center and fold 
flush with the doorframe (like a camera lens). Beyond is tunnel, it at 207 
intervals by 2 parallel vertical glass rods set into either side of the corridor, 
Which come alight when anyone passes the preceding pair, and extinguish 
after they pass the succeeding pair. At ће end adjacent to the hold is an 
identical door, and ten feet beyond, a secret door of superior construction. 
Both pentagonal doors are of an alloy containing kregora, and are immune 
to all magical, channeling and mental artack manipulation. Walls of the 
same metal extend in а fifty-foot radius around each door (where possible) 
preventing access to their mechanism and easy tunneling around them. All 
doors, including the secret ones, open only to one holding an artifact of the 
Guild (see below) 


Artifact 

Rings: Five-sided, cach ring has a rectangular glass inlay оп each side, 
tinted one of the five colors of the Guild. They should be relatively accessi 
ble (for Guild artifacts), and serve no function except to locate Watcher's 
entries and other Guild artifacts, slowing more brightly as one nears such 
(starting at about five miles for a door or pentagram; much less for an 
item). They also open the doors: held forth, five beams of light fire from the 
ring. ach of the five colors, converging on the center of the door asa white 
beam which shoots out along the five door seams. The door and portal glow 
dimly for an instant, and the door opens. И must be closed by the same 
method. Note that someone captured and forced to try and open the doors 
annot, as the ring can "sense" the wearer's agitated state. Rings operate 
penagrem platforms as well. All Guild artifacts have the powers of the 
rings, as well as any others peculiar to them, Below are five of the most 
powerful Guild artifacts, all lost or stored somewhere. 


Ringlis's Axe (Earth) 
+ 25 handaxe, green laen head, indestructible brown wood handle; 
Throw and return SO" (without penalty); 

Of slaying vs. Demons; 
Glows within 500 of Demons: 
‘Sword of Talan (Water) 
+25 to hit blue laen sword, with mithril hits; 
Delivers cold critical same as and in addition to regular critical; 
Provides immunity to all natural and Spell cold; 
Allows holder to walk and run on calm water effortlessly: 
Defender: allows user to parry at full value one opponent even. 
‘while “Stunned” or “Stunned without ability to parry”. 
Headband of Elerior (Air) 
х5 power point enhancer (Mentalism): 
Protects head as a helm, with no penalty; 
Continuous “Mirrormind” (reflects mental attacks back on 
attacker), 
Doubles range on all base Mentalism “Presence” spells; 
‘Aura, triggered on mental command, provides additional -25 to AT 
(but is flashy and may attract attention); 
А fine mithril circlet set with a single pale saphire, it magically fits 
any humanoid head. 
Bracers of Mira (Light) 
+ 1010 frontal defense (Martial artists only); 
2x Gamage on ай strikes (Martial artists only); 
+25 toll weaponless attack: 
+ 10 to all spel resistance rolls, and 10 bonus vs. frontal elemental 
attacks, as bracers create a misty “Spell Shield"; 
х3 power point enhancer (Essence). 
Staff of Eldarion (Fire) 
х5 power points (Essence); 
Continuous total fire immunity (while holding staff); 
2x hit value on all fire spells thrown: 
+ 25 to all resistance rolls vs. Essence; 
Option of reversing all fire spells directed at holder; 
Dark wood staff with red orb set in head. 

NOTE: the Staff is cursed with a 30th level Word Etarkas and is incapable 

of operating until the curse is removed (the curse will kill the remover, 

"unless he resists а 30th level Channelling). 


6.4 THE ECONOMY OF THE MÜMAKAN 

With eight independent realms ай carrying on a rather brisk trade with 
cach other, economics become rather complex, especially when four of 
them mint their own currency. A detailed description would probably 
prove intensiy dull, as well as not very useful (as everyone would fall asleep 
{ying to read it). Therefore, below is listed a very basic, general conversion. 
chart and lists of imports and exports for each realm. The money conve 
sions are bound to vary from country to country and day to day; as wi 
prices for goods and services. Finally, keep in mind that even all this is nota 
closed economy, and several realms (notably Koronande, Taaliraan, and. 
Tantûrak) carry on trade as far north as Umbar (Kd. “Os” and Gondor, 
and east to the E-Sorul Sare. 
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6.5 SAURONIC INFLUENCE IN THE MÜMAKAN 

Ii has been over 1700 years since Sauron lost the One Ring, and although 
heis crippled (relatively speaking) without it, he has had many years to con- 
solidate his position and regather his servants. 


As far as the Mümakan is concerned, however, Sauron'sinfluence s, 


rently negligible, as he is directing his efforts more towards locati 
Ring and arranging (through the Witch King) the final destruction of A 
nor. While at one time (S.A. 3320-3441) he dominated the Court and they 
were forced to do his bidding (as did Umbar and all of the Harad lands be- 
tween Mümakan and Gondor), with his fall at the end of the Second Age 
they were freed to once again act independently — at least for a time. 
In T.A. 1264 Sauron sent a Nazgül to the Citadel of Ardor requesting an 
“Alliance”, being unable to demand their submission with the certainty of 
their compliance, since crushing a rebellion would be costly and of little 
profit. The Ardan Council, still bitter and angry over Sauron’s dominance 


earlier and aware of his weakness, yet still wary and uncertain of his true 
power even without the One, stalled, haggling over terms. Of course, they 
had nothing to gain by such an alliance, as the new Ritual time approached. 

they grew ever more confident that they could seize control of Middle-earth 
for themselves. 


6.6 FOUR CITIES IN THE MÜMAKAN 

The cities of Mûmakan, as with most in Middle-earth in this time, are 
comfortable if not highly sophisticated. The three detailed on the map (the 
fourth, Gaven, being only a ruin) are the most advanced, all possessing. 
sewage systems, easy fresh water access, and most structures of stone or 
other durable materials. Most buildings are two to four stories high, with 
peaked roofs (and gutters/cister to catch rain) or lat roofed, accessed 
{om thetop floor. Note that many of the buildings keyed to professions on. 
е map also serve as residences for the shop owner/operators. 
661 TANITH, CAPITOL OF HATHOR 
A relatively small city for the capitol of such a prosperous realm, Tanith is 
‘more an administrative than commercial center, housing the King and 
Court of Hathor. Also here are two large ballcourts, anda large water arena 
in an adjacent lake. Tanith is the center of cotton cloth production for 
Hathor, as well asa locus for herb trade. The city is enclosed by 4 walls of 
pale, almost white stone, connecting round towers 60 tall, with open roofs. 
The walls are guarded at ай times (see military chart, sec. 8.3), with torches 
‘on the perimeter at night. 
662 KORLAN, CAPITOL OF KORONANDE 

"The primary city of Koronande is also the navy headquarters and the 
‘main commercial center of the Mümakan. Housing the Koronandan 
Senate, it is also the seat of government for this large realm. With all of 
these Functions, there can be no doubt that Korlan is continually mobbed 
with merchants, sailors, politicos and criminals of every type. A trader of 
nearly any race in Middle-earth (not Hobbits) could be found here; not to 
‘mention that just about anything imaginable could be bos 
walls and towers of the city are of a bluish granite, rising to 30 a 
respectively, except around the administrative compound, where the wal 
are 40 tall, and the towers 60. 
663 GAVEN, RUIN OF THE GESHAAN CAPITOL 
М one time the architecture of Gaven was the envy of every city in the 
Mimakan, and famous throughout southwest Middle-earth. Now. 
however, its graceful spires are broken and its domed halls collapsed. 
Gaven's residents, once tall proud men, are now only rats, snakes, and 
more fearsome creatures of the swamp. 
664 SARÜL, CAPITOL OF TANTURAK 

As was typical of Numenor after its renaissance, Sarl is grandeur taken 
(weureme: decoration too gaudy, structures too massive, avenues 100 bar- 
en Sarl isa city which is extreme in its opulence, and yet it lives uneasily. 
‘The Emperor maintains an iron grip on the populace — city guards are 
always in evidence (although they are easily bought). The isle to the left of 
the city on the map, too small to appear on the area map, is the main 
[military base of the Tantirak army. There are barracks, and a large field 
here drills are held daily 


7.0 PLACES OF NOTE 


Below are found keyed layouts to ten important holdings within the 
Mümakan. Regarding the diagrams, grey shaded arcas indicate earth or 
natural sione. Thick black walls indicate set stonework — usually 'thickin 
underground layouts. As а rule, one inch equals 50 feet on the plan, thus 
most narrow corridors are five feet wide, while larger halls are ten feet. Ceil- 
ings are 10 in narrow corridors, 20 in wider ones and rooms, except where 
otherwise noted and in large rooms and caverns, where they could be much 
higher. 


7.4 THE HOLDS OF ARDOR 

‘Within this section are detailed the nine holds of Ardor: two cach of the 
realms of Fire, Water, Earth and Air; and the Master Citadel of Ardor, in 
the center of Ardinaak — the place of the Ritual. Garrisons and Guild of 
Elements access to the Ardan Holds can be found at the end of each layout 
key 
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8.0 GAMESMASTER AIDS 


8.1 THE COURT OF ARDOR AS A QUEST SCENARIO 

No doubt, as is clear by the intimations m the text so far, the Court of Ar 
dor was designed asa unit, and can be played as an extended quest scenario, 
‘the central figure being Moran, who must slay his evil mother to prevent the 
downfall of the sun and moon. But Moran cannot do t alone, and certainly 
the other players will desire illustrious backgrounds for their characters 
Below are a few suggested histories: 

— A younger prince or princess of Hathor (the last of seven or єй 
Taaliraan, sent away for their own safety in anonymity 

= An unknowing child of yet another Court member. (Féatur?) 

— Kirani or Koronandan nobleman politician’ offspring sent to recover 
an item of power, which (t is learned) is held by the Court. 

— Someone tutored, or even brought up by, an old mage who tells the 
youth of a lost artifact (of the Guild of Elements? Ty-Ar-Rana?) who is 
assassinated by an agent of the Court before he can tell of its whereabouts. 

The PC must piece together information to locate the item (no doubt at а 
Court hold) 

These are just а few of myriad possibilities which exist within the text for 
creating PC backgrounds, which will in turn enliven the favor of the game 
overall 

The Court can also of course be simply used as a backdrop for a series of 
adventures, eliminating the quest elements. 


ос 


8.2 NOTES ON THE COMPLETION OF THE QUEST 

Firstly, theres one gem of Unlight remaining for the Court to recover. h 
isin the castle Kirnak, a ruin in northern Taaliraan, in a special case made 
of kregora, a material which will lock all magical emanations and prevent 
its detection. Naturally the Court is eager to collect the gem, and has mi 
nions everywhere seeking й. As of early 1703 they had narrowed the area to 
the Taaliraan region. A potential carly-on adventure for the PCs might be 
to snatch the gem before the Court gets there (directed to Китай by 
motes/hints from the Guild). 

In the long run however, Ardana believes that the Ritual can take place 
without one gem — although she would prefer it otherwise. 

Ironically, the best time to slay Ardana will be at the time of the Ritual 
itself. Before then Ardana will be extremely difficult to get to. During the. 
ceremony in the great cave beneath the tower, the lords will all be gathered, 
and will bein a trancelike state, scattered about the cavern. Ardana herself, 
deep into the trance, will be particularly vulnerable. But only Moran can 
Kill her (or even wound her) and only then in hand-to-hand combat, and 
witha weapon of mithril (or perhaps there is a specific "Holy weapon which 
must be found). 

The details of the final fulfillment of the Quest are upto the GM, such as: 
(a) will any of the Guild of Elements go to aid them? (b) will Moran, or any 
of the other group members gain special powers at the ritual, such as great 
strength, immunity to stuns, etc? (c) how quickly will the Lords of Ardor 
become aware of the group, come out of their trances and act to defend 
Ardana? 

With Ardana’s death, after short delay the entire citadel will fall into a 
ruin, so tied to her was it; and with its destruction the structure and power 
of the Court of Ardor will alo fail. 


8.3 TEXT FOR THE PLAYER-CHARACTERS 

Following is a text designed to aid the PCs in the completion of their 
quest. The text, "The Book of Andraax", was written in fact by (the male) 
Féatur, and copies can be found in various Court holds and in out of the 
way places, large libraries, etc. I is somewhat informative, without giving 
specifics about citadel layouts or other facts which might make things 100 


(The following is bound as а book, and can be found in any language or 
script) 


THE BOOK OF ANDRAAX 


“Herein is held the book of Andraax the Scribe. All that is recorded is all 
‘that is known by those Outside of the Court of Ardor: Council af Darkness 
Heed the words, for all are truth, of at least rumor. Many of these places 1 
have seen. How, I shall not tell. Understand, and fear these places, as well 
you should. 


1. THE CITADEL, TOWER OF DARKNESS 
The most imposing of ali the places of Ardor, the Citadel itself consists of 
single, eight-sided tower constructed of an unusual black stone (probably 
the same nearly indestructible stone of which the tower of Orthanc in 
Isengard was later built by the Nümenoreans). Three hundred twenty feetin 
height, the tower is based on a small, rocky ise in the center of а 30 mile 
wide "C" shaped island, amply shielded from the curious and unwary. 

I was built under Vaimorgi's personal supervision; the huge blocks of 
stone magically mined, moved, and fused so that the slick faces of the 
Tower walls areas single unbroken planes, smooth as glas. Ош on thering- 
island are eight outposts which guard the perimeter from any intruder. 

IL AURAX-DUR (S: Deepwater Darkness) Element: Water; Suit of Helms. 

A narrow inlet along the rocky southern shore of the Mümakan leads toa 
sea-cave entrance in а cliff face, Within is a strange wonder of Middle- 
со: Aurax-Dur, the hold of Gorthaur, the Lord of Helms. Here lies a 
ure grotto, the floor of which is entirely water many feet in depth except 
Лог the very center where there juts a rocky outcrop. Upon this is con- 
structed the castle proper. The entire cave is illuminated by many varieties 
f lichens which grow abundantly across the roof of the cave, casting an 
веле blue-green light. Access to the castle is via a narrow causeway leading 
tothe far end of the cavern, and through a long tunnel to the surface. There. 
are also docks adjacent the causeway; for small sailing ships may pass 
‘through the sea entrance. Gorthaur is master here and guards his privacy 
жий jealousy, only attending monthly Council meetings and performing 
his required functions. 

HI. TAURANG (S: Iron Tree) Element: Water; Suit of Helms. 

The citadel of Taurang was builtin the period Y.S. 50-90, well before the 

Founding of Ardor, under the supervision of Taurclax and his Aide 


Жа, the Recorder. Smaller in sheer size and grandeur than most of 
the Holds of Ardor, yet strong behind walls of steel and stone, Taurang is 
aito a meeting place of the Taurang Council: а cult of priests and mages 
who hold sway over the surrounding forests. Taurclax being а direct leute- 
‘ant ofMorgoth, Taurang's original purpose was two-fold: first to serve as 
"enter from which spies could operate to observe the actions of the Eldar 
Inthe South during the early years, and second to act as a focus through 
Which could be channeled Dark forces to thwart any powers of good that 
mig arise. Some of the most terrifying manifestations of the latter аге the 
Winds”. Supposedly a ring of assassins, shrouded in mystery and misin- 
formation, а has been suggested that che “Winds” are actually supernatural 
innatre. This is purely speculation, but would explain the curious fat that 
nodescription of any of the assassins exists. They leave only a strange black 
‘ton daeeer-like weapon in their victim, and it is said that the first person to 
‘ouch the weapon feels chill wind. According to rumor, the “Winds” have 
hever failed to eliminate their target. 


TI NAURLINDOL (S: Mountain of Firey Pools) Element: Fire; Suit of Staves 

{Inthe distant past when the Valar wrestled with Morgoth in the forming 
af Arda, the tormented earth erupted in volcanic explosions. It was one of 
‘these places still hot with flowing lava that Rilia, "The Sorceress”, chose o. 
Make her home. Situated in the hills west of Koronande, it is a complex of 
tunnels and halls of dark grandeur. Mourfuin the Lord Demon comes here 
змей, but it is the domain of the Mistress of Flame. Iti believed that Rilia 
was among the Noldor who returned to Middle-earth to recover the 
Зітагів from Morgoth, but was instead seduced to hs service. Her train- 
ingin the early years was under the Lord of Sorcery, Valmorgúl but as she 
4grewin power she sought ways of securing a place for herself. Granted leave 
by Morgoth to depart Thangorodrim and construct a citadel at a place of 
her choosing, she went far south knowing that the Master desired far-flung 
‘outposts through which to monitor the activities of the Eldar. It was only 
natural that she be chosen as one of the heirarchy of Ardor, Then, in YS. 
410 Sauron, Morgoth's chief lieutenant, came го Naurlindol and spoke at 
length with its mistress. П seemed that the war against the Eldar was going 
well, but work on the purpose of Ardor was at a standstill. The master was 
ot pleased, and his wrath would descend on Ardana and Morthaur if pro- 
рез was not made soon. All this Sauron told Rilia, and he urged her to 
lease and serve him in Beleriand instead. She refused (not, certainly 
becouse of any allegience to Ardana or the Couri, but perhaps she was con- 
{iden of an eventual success, and that she had become enamoured of her 
own powers and position in the Ardan Council), and bade Sauron depart. 
He did, reluctantly, resisting the temptation to simply force her to come; 
and destroy Naurlindol, thinking that perhaps it would have future use, At 
лу rate, her actions were to spark the beginning of an intense rivalry he- 
жееп Sauron апа the Court. 

In Т.А. 1120 Eldarion, acting for the Guild of Elements, entered 
Naurlindoland secured many secret, but he was detected and caught on the 
ay out by Rilia herself. To her surprise her spells were useless against the 
magician, as his staff was apparently cancelling ай magical attacks. Mour- 
‚Jun, however, was able to subdue Eldarion by brute force, and wrest the 
staff from him, He was tortured but would reveal nothing of his intent or 
associations and Rilia, in а rage, ordered him slain and his body dumped, 
decapitated, on a Guild of Elements Pentagram platform, The staff was 
‘used with а word Etarkas and cast into a vault 
У. ITHILKIR (S: Silver Mine) Element: Fire: Suit of Staves 

One of the three mines of the Court of Ardor, it lies beneath the hills 
north of Tantürak, and is one of the very few mines of mithrl known in the 
entirety of Middle-earth (Moria, the Dwarven city of Khazad-Dúm, is the 
greatest and only other commonly known mine of mithril). The mine was 
first opened т Y.S. 200, and placed under the supervision of Lesh-Y, the 
demonic master of Alchemy and one of the chief forgers of Morgoth. Not 
‘only mii, but blue and clear laens, aluminum, and many other precious 
metals have been discovered many of which were utilized by Rilia to 
enhance the strength and sophistication of Naurlindol. Ihilir itself was at 
dirs relatively crude апа simple in design, but as the years saw greater 
Tiches uncovered, Lesh-Y sought to make it a place of strength and 
grandeur. It was well for his sake, for it was soon after Sauron made himself 
head of the Ardan Council hat one of the Nazgúl (the Ringwraiths of Mor- 
dor) appeared at ИНК and demanded that Lesh- Y release lordship of the 
mines, Lesh-Y refused, and summoned Киш and a force of demons from 
Naurlindol and together, utilizing the defenses of the citadel, they forced 
the wraith to depart. Sauron never spoke of it, and it can be safely assumed. 
that Sauron chose to allow the incident to pass, rather than risk a disruptive 
‘rebellion forcing him to destroy most of the Court. Since that time Ithilkir 
has functioned quietly and efficiently under the Demon's direction, grow. 
ing ever more beautiful and secure 


а 


VI. TIRGOROTH (S: Watch of Terror) Element: Ай; Suit of Swords 

Perhaps the most awesome of the holds in a purely visual attitude is 
Tirgoroth, the communications center of the Court. It is the domain of. 
Valkrist, the Lord of Arms; and the Messenger makes his home here as well. 
By design a graceful palace of high walls and slender towers, ir is perched 
upon the summit of a sheer peak jutting out of the waters of the Koros bay 
toan impossible height, Part of Tirgoroth’s mystique is, no doubt, the arre 
cloud which hovers perpetually about the top of the peak, giving the im- 
pression that the castle isin fact floating on the cloud. 

Only one entrance to the citadel is known for certain: the great 
drawbridge gate which opens onto thin air. Indeed, it serves only as a run- 
way for the great grey falcons of Tirgoroth and their slver-and-blue clad 
riders. Another way is only rumored: the "ten thousand steps”, a spiral stair 
which runs from the bottom chambers, still thousands of feet above sea 
level, to deep below the sea floor, where a tunnel leads to the mainland. 
Whether this stair even exists is a matter of eternal speculation. 


VII. MIRISGROTH (S: Delving of Jewels) Element: Air; Suit of Swords 

Situated upon a rocky island in the center of а large, deep volcanic crater 
lake, Mirisgroth is a relatively small holding, But this is not all of the com- 
plex, Mirisgroth is actually an island within an island, in an extinct volcano. 
which itself san isle, Thus, rhe castle is surrounded by two concentric rines. 
of sheer, jagged igneous peaks. The rings themselves are honeycombed 
with tunnels and halls, and the deep shafts which lead to the rich mines 
Below. These mazes are such as to defy most any intruder. 

Under the dominion of one known simply as "The Monk”, it isa mine of 
long history. Constructed and originally under the control of Drul 
Chaurka, one of the Chief servants of Morgoth long before the forming of 
Ardor, the Monk was the captain of the guard at the time, But, in Y. S. 220, 
Dru Chaurka eft Mirisgroth without fanfare or notice as to when he would 
return, In fact, no one saw him leave save the Monk, who swifty con. 
solidated his position as acting Lord of Mirisgroth, so much so thal, after 
the Court reconsolidated, the Monk was offered the second in command of 
the Suit of Swords, Mirisgroth being thesecondary citadel, Foul play would 
besuspected of the Monk, but any such rumors were quicklysquelched with 
the disappearance of his critics. I is also rumored that Mirisgroth is not 
only a rich jewel mine, but a source of green and red laens, as well а сору 
апа platinum (necessary for the making of mithrarian and kregora) and 
many other valuable meta 
VIII. ANGKIRYA (Q: Iron Mine) Element: Earth; Suit of Orbs 

Angkirya isa design of Dwarven origins, but was apparently long aban- 
doned when i was discovered by Featur in the later years of the Two Trees. 
From that time on, this mine in the hills of southern Taaliraan was not wor- 
‘thy of mention, until Y.S. c, 200 when Féatur chose it to be the location of 
‘the main citadel of the Suit of Orbs, and refined and expanded it to house 
the lords and ladies of that house. The mine itself yields black laen, veins of 
old, amethyst, ruby, and black eog. 

For many years Ang kirya operated smoothly, until Y.S. $70, just eight 
days before ihe time of the Great Eclipse, and the Ritual. АЙ of the Court 
жаз at Angkirva feasting in anticipation of their imminent success, when 
word came of the attack by the Luingon Alliance upon the outlying installa. 
tions ofthe Citadel. In the ensuing confusion Morelen, Ardana’s daughter 
апа key to the Ritual, vanished. Fëarur was not suspect, of course, as she 
was at the defense of the Citadel with the rest. The Eclipse passed, and the 
Sun and moon remained aloft. Morgoth was of course, livid with rage, and 
‘made plans to destroy the entire Court, But he did not have the time he 
thought, for five years later the Valar came East and cast him into the Void 
‘again. Morelen reappeared at the Citadel in S.A. 1000 with no memory of 
the event of her disappearance, or her location in the interim. Since that 
(ите. Angkirya has continued to function as it had in the past. 
1X. MENELCARCA (0: Fang of the Heavens) Elemelt: Earth; Suit of Orbs 

A single tall spire resting upon the tallest peak in the Mümakan, the 
Menelcarca is the ideal location for an observatory. It exists under the of 
ficial dominion of Featur, but the Lord of the installation is Ardäval the 
Astrologer. Unlike many of the other holdings of the Court, Menelcarca 
has seen little in the way of violence, and has always been under Ardival’s 
personal control. Also, few of the other members of the Court have ever 
been there, thus fostering an air of mystery about it even within the heir. 
archy. ls exact location is virtually unknown, since it is inaccessible Бу nor- 
‘mal means. The very lack of information breeds fear; among the lesser ser- 
wants of the Court it is a name of terror and Ardával, despite his fair ap- 
‘pearance and considerable charm, is held in fearful awe, It is rumored that 
The Menelcarca isso close o the Outer Void ihat Ardivalisable to converse 
with Morgoth Himself in his exile. These rumors are, of course, completely 
unfounded. . ." 
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9.0 THE COURT OF ARDOR 
AT OTHER TIMES 


9.1 ARDOR IN Т.А. 795 

The Court itself is much like Ваз been and will be for several centuries, 
Of the countries of the Mümakan, Hathor and Tüktan are rising in cultural 
sophistication (both are near their peak in T-A. 1709, Basically thisisa time 
of expansion and organization forall concerned. Sauron, still weak from 
the (relatively) recent theft of his Ring, is not yet an influence in the 
Mûmakan. 


9.2 ARDOR ІМ Т.А. 3000 


The Court of Ardor no longer exists as a unit, and the name is not 
spoken, The Citadel of Ardor is no more: destroyed and sunk beneath the 
waves in the cataclysm caused by the death of Ardana. Also caught in the 
destruction were many of the lords of the Court: Gorthaur, Rilia, 


Valmorgül, Morthaur, Mourfuin and Valkrist all perished, it is said. It is 
also believed that the female Featur nearly escaped, only to be caught and 
slain by her own brother, Féatur, long believed by the Court to be dead. The 
validity of the tale of that confrontation may never be known. 

‘Of Taurclax and Khelekar, it is suspected that Sauron was aware of the 
impending fall of the Court and, seeing it an easy way to rid himself of the 
troublesome organization, allowed it to occur. He must have warned his 
twoservants though, for they avoided the disaster and later served to spread 
evil from Taurang throughout the Mümakan. 

The fate of Cambragol and Ardüval was less auspicious, if successful. 
Each had ready an escape route, and fled in time to avoid the fall of the 
Tower. Ardüval still resides at Menelcarca, rarely departing. He does, 
however, maintain the evil Starseer Conclave as his tool to wreak minor 
harm throughout the area. Cambragol seized Angkirya for his own, and re- 
mains there, ever in fear of discovery by Sauron. 

Of the other lords who survived, some are here yet, maintaining the 
citadels as if the Court still existed. Others fled into the East to establish 
cults of their own, 

The factis, though, that the power that was the Court В по more, and the 
sight citadels are either abandoned (Naurlindol, Aurax-Dar, and 
Tirgoroth) or are now minor holds of lesser lords and their minions. Cam 
bragol would be a force to be reckoned with, but he fears (rightly) that 
Sauron would crush any attempted uprisings. 

Ву 3000 Taurang and the entire forest about itis a place of Darkness and 
terror, inhabited by all manner of creatures. The Elves of Taaliraan have 
nearly all sailed into the West, as have many of the Firstborn of Koronande, 
Tantürak has grown, dominating Düshera and the now empty northern 
Taaliraan. The “Magician” still advises the Emperor, but it is the disguised 
Khelekar, who quickly assumed the role after the death of Valmorgil. Thus 
is Tanturak a tool of Sauron. Tuktan has been overrun and conquered by 
the Mümakani, and the Kiran of that land fled to Koronande, or the less 
Fortunate have been enslaved. Hathor has suffered from repeated raids 
Tanturak by sea, and the Mamakani across the land, Tanith is now near the 
border of theland and may soon have to be abandoned. The Darin Tesarath 
survives, though not as the powerful organization it once was, and itis 
slowly falling into corruption through the devices of the Dark Lord. The 
Guild of Elements is no more, as Laurre, Klaen, Featur, Rana and Lyrin all 
passed into the West. Ty-Ar-Rana remains, though sealed. It is said 
however, that Lyrin left his earrings there, and his key to the Vault (which 
also allows access into the complex) was left in Middle-earth. Also eft are, 
no doubt, many of thelesser artifacts of the Guild, although certainly many 
have been lost over the years. 

Should the company have failed in their quest, the final outcome s uncer 
tain, It has been postulated that Sauron would have prevented the Ritual by 
sending his Nazgúl and eliminating Ardana, thus also fragmenting the 
Court structure, This seems likely, as ће Dark Lord would not have much 
то gain by the fall of the sun and moon; and if he believed the promises of 
Morgoth: that those participating in the Ritual would gain great power in 
the Darkness, and rule large fiefs under the Master; Sauron had reason to 
prevent the Ritual and the rising of many rivals. 

Indeed, whether or not the sun and moon would have been destroyed isa 
matter of conjecture, one which will probably never be settled. There is no 
doubt that there would have been an unleashing of great power, and whois 
to say what may have arisen — perhaps the return of the Black Enemy 
Himself. Fortunately, however, that is, at least for the forseeable future, 
not likely. 


з 


Mid Eun toe nh campaign and adven по 


Soma 


Sock #00 $6.0 op 
Ses тыю $1600 ra 


so on 


10.0 SELECTED READING 


Collins, W. B. The Perpetual Forest, Philadelphia, Pa., 1958. 
Encyclopedia of Wild Life, Castle Books, London, 1974 
Farb, Peter, The Forest, Time, Inc. N.Y., 1961 


Foster, Robert, Complete Guide ro Middle Earth, Ballantine Books, 
New York, 1971 


Richards, Paul Westmacott, The Tropical Rain Forest; An Ecological 
Study, Camb. U. Pr., 1952 


Tolkien, J.R.R. The Fellowship of the Ring. Boston: Houghton Mifflin 
Co., 1975. Copyright® 1965 by J.R.R. Tolkien, 

По. The Two Towers. Boston: Houghton Mifflin Co., 1968. 
Copyright® 1965 by J.R.R. Tolkien 


The Return of the King. Boston: Houghton Mifflin Co. 
1977. Copyright? 1965 by J.R.R. Tolkien. 


Tyler, Е.А. The New Tolkien Companion, Avon Books, New York, 
1976, 


Whitfield, Philip, The Hunters, Simon and Schuster, N.Y., 1978, 
Zim, Herbert S., Plants, Harcourt, Brace & World, Inc., New York, 1947. 


* THE COURT OF ARDOR™ is based on J.R.R. TOLKIEN'S 
MIDDLE EARTH™ as detai THE HOBBIT™ and 

THE LORD OF THE RING: 
+ © 1983 TOLKIEN ENTERPRISES, Berkeley, CA. THE LORD 
OF THE RINGS™ and all characters and places therein are 


trademark properties of TOLKIEN ENTERPRISES, a division 
of ELAN MERCHANDISING, INC. No unauthorized use 


permitted. 
* Produced and distributed by IRON CROWN ENTERPRISES, 


INC. Stock 4 ME 2500. 


T M Is 
aha $ 


^ 
ў 
КА и, ў), 


Legend 
RESIDENCE 
WAREHOUSE 
тха 
O M 
TER 
STABLE. 

COOPER 

заети 
aeu 
ES 
BROTHEL 
COBBLER 
NONEYLENDER 
BERG 
ката on 
BREWERY/WINERY 
een 


BOATWRIGHT 
STATIONER 
ALCHEMIST 
SEER/ASTROLOGER 
HEALER 

WEAVER /TAILOR 
HERBALIST 
weit 
ACADEMIC 


EIA 


6 


x 


